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The fallen leaves tell a story. 

The great Elden Ring was shattered. In our home, 
across the fog, the Lands Between. 

Now, Queen Marika the Eternal is nowhere to be 
found, and in the Night of the Black Knives, Godwyn the 
Golden was the first to perish. 

Soon, Marika’s offspring, demigods all, claimed the 
shards of the Elden Ring. The mad taint of their 
newfound strength triggered the Shattering. A war from 
which no lord arose. A war leading to abandonment by 
the Greater Will. 


INTRODUCTION 


“ELCOME TARNISHED. THE LANDS BETWEEN 
beckon you to seize your destiny. This 
guide, as well as others more helpful for 
your Dungeon Master like the E/den Ring 
D&D: Dungeon Master’s Guide, will serve 
as your guide and reference to adventure in 
the world of Elden Ring. 

The rules and references to follow use Dungeons and 
Dragons Fifth Edition as their foundation. Familiarize 
yourself with its content before going on to read this 
document. The content of the 5e Player’s Handbook will 
not be reiterated here, though many additions and 
modifications to it are contained within. When there is a 
conflict between the core rules of 5th edition and those 
in this document, the latter should take precedence. A 
high level overview of important changes is contained 
below. 


RULE CHANGES OVERVIEW 


Learning Spells: Sorceries and incantations are often 
secret rites built upon millenia of study. When 
spellcasters level up, they do not learn new spells 
automatically. Instead, they must find spells out in the 
world. Prepared casters like druids and wizards can 
only prepare spells they have discovered. Similarly, 
casters like warlocks and sorcerers can only learn spells 
they have discovered as well. This includes spells you 
get via feats and subclasses. 

Sorceries and Incantations: All spells are now split 
into two categories, sorceries and incantations. 
Sorceries are arcane magic learned from studying the 
cosmos, while incantations are prayers and stories 
about the gods and other powerful denizens of the 
Lands Between. Spell lists for character classes are 
divided into these categories as well: 


e Wizards, Sorcerers, Warlocks, Eldritch Knights, and 
Arcane Tricksters can learn Sorcery spells. 

e Clerics, Druids, Rangers, and Paladins can learn 
Incantation spells. 


Arise now, ye Tarnished. Ye dead, who yet live. The 
call of long-lost Srace speaks to us all. 

Hoarah Loux, chieftain of the badlands. 

The ever-brilliant Goldmask. 

Fia, the Deathbed Companion. 

The loathsome Dung Eater. 

And Sir Gideon Ofnir, the All-knowing. 

And others. Whom grace would again bless. 
Tarnished of no renown. 

Cross the fog, to the Lands Between. To stand before 
the Elden Ring. 

And become the Elden Lord. 


e Bards can choose whether they want to learn 
Sorceries or Incantations when they take their first 
Bard level. 


Spell Points: Class features, abilities, and spells use 
the optional spell points feature in the Dungeon 
Master’s Guide (DMG 288). This system allows spells, 
weapon skills, and magic items to draw from a shared 
resource pool. 

Weapon Skills: Weapons of quality in the Lands 
Between remember the tactics and skills of their users. 
Weapon skills are abilities made available to a weapon’s 
wielder. They take the form of new actions, passive 
abilities, and spells that are activated through a pool of 
“martial” spell points. 

Martial Spell Points: To make use of Weapon Skills, 
martial characters like Fighters and Barbarians get 
access to a pool of Martial Spell Points. These function 
similarly to the spell points pool that a caster might get, 
but they can only be used to activate Weapon Skills. 

Runes: Creatures in the Land Between eschew gold 
and silver in favor of runes, shards of the shattered 
Elden Ring. Runes are used to buy and sell goods, and 
are acquired through exploration or defeating enemies 
in combat. 

Resting: You and your fellow Tarnished can only take 
long rests at sites of grace scattered throughout the 
Lands Between. Short rests can still be taken anywhere. 

Erdtree Rebirth: As long as Grace still guides you, 
you will be resurrected at the last site of grace you 
rested at if you ever perish. If your companions rest at 
another site of grace before you return to life, you are 
reborn there instead. 


CHARACTER OPTIONS 
RACES 


LIVING JAR 
LIVING JAR TRAITS 


Your Living Jar character shares the following traits 
with all other varieties of Jars. 

Ability Score Increase. Your Constitution score 
increases by 2, and your Strength score increases by 1. 

Age. Living jars are created fully formed, though they 
can grow over time as they consume flesh. Living jars 
are functionally immortal in that they do not age. 

Size. You are Medium. Living jars are mostly round, 
standing 5 to 6 feet tall and about as wide. 

Speed. Your base walking speed is 30ft. 

Powerful Build. You count as one size larger when 
determining your carrying capacity and the weight you 
can push, drag, or lift. 


Consume Flesh. As an action, you can consume a chunk 
of flesh from a humanoid or celestial corpse. You regain 
hit points equal to its number of hit dice. If the creature 
is a celestial, you also gain a point of inspiration. You 
regain use of this ability after you finish a short rest. 

Hardened Shell. Due to the shape of your body, you 
are ill-suited to wearing armor. Your forged exterior 
provides ample protection, however; it gives you a base 
AC of 17 (your Dexterity modifier doesn’t affect this 
number). You gain no benefit from wearing armor, but if 
you are using a shield, you can apply the shield’s bonus 
as normal. 

Constructed Form. Your body is naturally difficult to 
harm compared to the flesh of mortals, but it gives way 
to arms designed to destroy inanimate objects. Sources 
that deal double damage to objects or structures deal 
double damage to you as well. 

Languages. You can speak, read, and write Common. 


OMEN 
RACE TRAITS 


Your Omen character shares the following traits with all 
other varieties of Omen. 

Ability Score Increase. Your Strength score increases 
by 2. 

Age. Omen grow mature at the same rate as humans, 
though they often are treated as older than their true 
age due to their frightening appearance. 

Size. You are Medium. Omen are between 7 and 8 
feet tall and weigh between 260 and 320 pounds. 

Speed. Your base walking speed is 30 feet. 

Creature Type. You are a Fiend. 

Omen Blood. When you fail a saving throw against 
Bleed, each other creature within five feet of you must 
make a Dexterity saving throw or take 1d10 fire 
damage. The DC of the saving throw is 8 + your 
Charisma modifier + your proficiency bonus. 

Reviled. You have disadvantage on Persuasion checks 
and advantage on Intimidation checks made to 
influence humanoids. 

Languages. You can speak, read, and write Common. 


HORNED OMEN 


Born into nobility, or perhaps just to benevolent kin, 
your horns were not excised at birth. You may have 
lived in the fringes of society, as many of your ilk were 
left to rot in the sewers underneath Leyndell. Your 
connection to your curse is more potent than your 
hornless brethren, but you suffer crippling ostracism as 
a result. 

Ability Score Increase. Your Charisma score 
increases by 1. 

Cursed Blood. Blood magic fueled by the blood of 
omen is particularly potent. Melee weapons you wield 
that do not inflict Bleed inflict Bleed 1. 


MAIMED OMEN 


Most Omen are killed at birth. Those not born of noble 
blood may instead have their horns forcibly removed, 
often killing them in the process anyway. You have 
survived this procedure, allowing you to serve as a 
warrior or servant. 

Ability Score Increase. Your Constitution score 
increases by 1. 

Combat Training. You have proficiency in light and 
medium armor, as well as heavy weapons. 


ALBINAURIC 
RACE TRAITS 


Your Albinauric character shares the following traits 
with each other. 

Ability Score Increase. Your Dexterity score 
increases by 2. 

Age. Albinaurics are created by mortal hands already 
at maturity. They do still age, though over a much 
longer time span than humans. 

Size. You are Medium. Albinaurics are typically the 
size of an average human, from barely 5 feet to well over 
6 feet tall. 

Magical Creation. You are resistant to force damage. 

Languages. You can speak, read, and write Common. 


FIRST-GENERATION ALBINAURIC 


The first generation of albinaurics were flawed 
creations, powerful ranged combatants whose legs 
slowly disappear as they age. Your legs are still intact 
but frail, which many of your kin make up for with the 
help of wild mounts. Perhaps there is a method to 
restore and perfect your form somewhere in the Lands 
Between. 

Ability Score Increase. Your Wisdom score increases 
by 1. 

Speed. Your base walking speed is 20 feet. 

Tamer. You have proficiency in the Animal Handling 
skill. 

Mounted Combatant. You gain the Mounted 
Combatant feat. 

Albinauric Ranged Training. You have proficiency 
with shortbows, longbows, and greatbows. 


SECOND-GENERATION ALBINAURIC 


Ability Score Increase. Your Constitution score 
increases by 1. 

Speed. Your base walking speed is 30 feet. 

Acrobatic. You have proficiency in the Acrobatics 
skill. 

Cartwheel. When you take the Dodge action, your 
movement doesn’t provoke opportunity attacks for the 
rest of your turn. 

Albinauric Melee Training. You have proficiency with 
clubs, greatclubs, and halberds. 


NUMEN 
RACE TRAITS 


Your Numen character shares the following traits with 
each other. 

Ability Score Increase. Your Intelligence increases by 
2, and your Charisma score increases by 1. 

Age. Numen are long lived but seldom born. They 
reach maturity towards the end of their first century, 
and few have been seen to die of old age. 

Size. You are Medium. Numen tend to be of similar, if 
slightly smaller, build than that of humans. 

Speed. Your base walking speed is 30 feet. 

Darkvision. You can see in dim light within 60 feet of 
you as if it were bright light, and in darkness as if it 
were dim light. You can’t discern color in darkness, only 
shades of gray. 

Ancient Ancestry. You have advantage on saving 
throws against being charmed, and magic can’t put you 
to sleep. 

Ancient Lore. You are well-studied in the stories of 
old. You have proficiency in the History skill. You can 
cast the identify spell at will without expending a spell 
slot. Intelligence is your spellcasting ability for the spell. 

Languages. You can speak, read, and write Common 
and Undercommon. 


DEMI HUMAN 
RACE TRAITS 


Your Demi Human character shares the following traits 
with each other. 

Ability Score Increase. Your Dexterity score 
increases by 2, and your Strength score increases by 1. 

Age. Demi-humans reach maturity when they are just 
a few years old, but have a lifespan about half that of an 
average human. 

Size. Demi-humans are of exceptionally small stature, 
though their chiefs and queens can grow larger than 
humans. Your size is Small. 

Speed. Your base walking speed is 30 feet. 

Darkvision. You can see in dim light within 60 feet of 
you as if it were bright light, and in darkness as if it 
were dim light. You can’t discern color in darkness, only 
shades of gray. 

Rampage. When you reduce a creature to 0 hit points 
with a melee attack on your turn, you can take a bonus 
action to move up to half its speed and make another 
melee attack. 

Nimble Escape. You can take the Disengage or Hide 
action as a bonus action on each of your turns. 

Stealthy. You have proficiency in the Stealth skill. 

Languages. You can speak, read, and write Common 
and Demi-Human. 


ANCESTOR 


RACE TRAITS 


Your Ancestor character shares the following traits with 
each other. 

Ability Score Increase. Your Wisdom score increases 
by 2, and your Constitution score increases by 1. 

Age. Ancestors typically live upwards of 200 years, 
but spend much of that time in infancy. 

Size. Ancestors are bulky and muscular. Your size is 
Medium. 

Speed. Your base walking speed is 30 feet. 

Darkvision. You can see in dim light within 60 feet of 
you as if it were bright light, and in darkness as if it 
were dim light. You can’t discern color in darkness, only 
shades of gray. 

Hidden Step. As a bonus action, you can magically 
turn invisible until the start of your next turn or until you 
attack, make a damage roll, or force someone to make a 
saving throw. Once you use this trait, you can’t use it 
again until you finish a short or long rest. 

Ancestral Magic. The magic of your people still 
echoes in your shared memories. You know the dancing 
lights cantrip. When you reach 3rd level, you can cast 
the speak with animals spell once with this trait and 
regain the ability to do so when you finish a long rest. 
When you reach 5th level, you can cast the Jocate 
animals or plants spell once and regain the ability to do 
so when you finish a long rest. Wisdom is your 
spellcasting ability for these spells. 

Survivor. You have proficiency in the Survival skill. 

Languages. You can speak, read, and write Common. 
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CLASSES 


SO” oR THE MOST PART, 5TH EDITION CHARACTER 
classes remain unchanged. The following 
modifications change aspects of those 
classes to make them compatible with rules 
and mechanics found later in this document. 


MARTIAL SPELL POINTS 


Weapon skills use spell points as a shared resource 
with spells. To use weapon skills, martial character 
classes like Fighters have a pool of martial spell points. 
These spell points can only be used to activate weapon 
skills. You can’t reduce your martial spell points total to 
less than O, and you regain all spent martial spell points 
when you finish a short rest. 


e Fighters, Barbarians, and Rogues have a martial 
spell point pool 4 SP at 1st level. Each additional 
level a character takes in one of these classes 
increases their martial spell point pool by 4 SP. 

e Paladins and Rangers have a martial spell point pool 
2 SP at 1st level. Each additional level a character 
takes in one of these classes increases their martial 
spell point pool by 2 SP. 


If a character has regular spell points and martial 
spell points, the pools should be kept separate. Both can 
be used to activate weapon skills, but regular spell 
points can also be used to cast spells and use certain 
items and abilities. 


STARTING SPELLS 


In Elden Ring 5e, spellcasters do not learn spells when 
they level up or take subclasses. Instead, they must find 
sorceries and incantations hidden across the far corners 
of the Lands Between. When you take your first level in 
a spellcasting class, you may choose from the following 
options of starting spells. 

Incantation Cantrips: beast aspect, catch flame, 
faith’s resistance, fingers guidance, flame sling, 
message, sacred flame 
1st-Level Incantations: assassin’s approach, cure 
wounds, healing word, divine favor, hideous laughter, 
rejection, lightning spear, spiteful rebuke 

Sorcery Cantrips: bone chill, glintstone pebble, minor 
illusion, magma splash, unseen blade, bone chill 
1st-Level Sorceries: carian slicer, glintstone 
cometshard, mage armor, star stride, swift glintstone 
shard, identify 


FIGHTING STYLES 


Characters that can select a fighting style can choose 
the following new option: 

Ash Caller. You gain a pool of Martial Spell Points 
equal to twice your level in this class. If you already have 
martial spell points, your maximum martial spell points 
increase by the same amount instead. 


SUBCLASSES 
BARBARIAN 
PATH OF THE STORMHAWK 


Porfyrios-Finix 


GALE AURA 


When you select this feature at 3rd level, the gale winds 
of Stormhill form a protective barrier around when you 
rage. The gale extends in a 5-foot radius around you. 
The sweeping winds are difficult terrain for creatures of 
your choice and provide half-cover for you against 
ranged weapon attacks. 


JOLT 


Starting at 2nd level, you can store the electric charge 
generated by your storm to unleash on your foes later. 
When a creature you can see moves into a space within 
10 feet of you or starts its turn there, you can use your 
reaction to deal 1d6 lightning damage to that creature 
unless it succeeds on a Dexterity saving throw against 
your spell save DC. The lightning damage increases to 
1d6 at 6th level, 1d8 at 10th level, and 1d10 at 14th 
level. 


GALEFORCE 


At 6th level, your storm grows in potency. The gale 
extends to a 10-foot radius. When you hit a creature 
with a melee attack while raging, you may attempt to 
take control of your storm to shove them as a bonus 
action. 


LIGHTNING STORM 


At 10th level, your gale becomes a true storm crackling 
with electricity. While raging, your melee attacks deal 
an additional 1d8 lightning damage. 


"THUNDERCLAP 


At 10th level, when you enter a rage, each creature of 
your choice within your storm must succeed on a 
Constitution saving throw or take 2d10 thunder 
damage. The DC for the saving throw is 8 + your 
proficiency bonus + your Constitution modifier. 


SToRM KING 


At 14th level, your storm is perfected, a match for the 
Stormlords of old. Your gale expands to a 15-foot radius 
around you, providing three-quarters cover to you and 
half-cover to creatures of your choice within it. You also 
gain a fly speed equal to your movement speed while 
raging. 


BARD 
FRENZIED 


BONUS PROFICIENCIES 

When you are first Frenzied at 3rd-level, you glimpse a 
distant light. You gain proficiency in the Perception skill 
and have advantage on Perception checks made to see 
distant objects. 


MADDENED INSPIRATION 


At 3rd level, you can offer a more potent inspiration, 
though you risk breaking the minds of your fellow. 
When you give Bardic Inspiration to a creature, you can 
impart a vision of madness with it. The creature takes 
psychic damage equal to a roll of the inspiration die you 
impart when they receive this special inspiration. 

When a creature uses this special inspiration and roll 
a 1 on the die, they can immediately roll the same die 
again and add the sum of both to the roll. If the target 
rolls the maximum value on an inspiration die, they 
regain hit points equal to the value they rolled. 


SOOTHING SONG 


At 6th level, you can play a song that abates the 
madness that grows within your mind. You have 
resistance to psychic damage and have advantage on 
saving throws against the stunned condition. When you 
use your Countercharm ability, creatures affected by the 
song gain the same benefits for the duration of the song. 


GUIDING LIGHT 


At 10th level, the distant light becomes whole, 
illuminating heretical truths. Your proficiency bonus is 
doubled for Perception checks. If your proficiency 
bonus for Perception checks is already doubled, you 
may choose another skill check you are proficient in to 
bolster instead. When you make a Wisdom saving 
throw, you may instead use your Perception (Wisdom) 
bonus instead of your normal modifier. 


FROZEN FRENZY 


Also at 10th level, if a creature would be stunned by a 
spell or ability you use, they are paralyzed instead. 


SHABRIRI’S CUNNING 


Starting at 14th level, you are immune to psychic 
damage and the Stunned condition. Granting bardic 
inspiration through your Maddening Inspiration feature 
no longer deals psychic damage to the target. 


LORD OF FRENZIED FLAME 


The touch of the Three Fingers bestows clarity and 
vision to those who surrender themselves to Frenzy. If 
you have been touched by the Three Fingers, then any 
creature with your Bardic Inspiration dice have 
advantage on Wisdom saving throws. When they 
expend your Bardic Inspiration, they automatically roll 
the highest number possible. 


CLERIC 
TWO-FINGERS DOMAIN 


BONUS PROFICIENCIES 


At 1st level, you gain proficiency with martial weapons 
and the Stealth skill. 


SUBTLE ATTACK 


At 1st level, you train in the arts of covert operations 
and assassination. Once per turn, when you hit with an 
attack, you can deal an extra 1d6 damage to the 
creature you hit if you have advantage on the Attack roll. 
You don’t need advantage on the Attack roll if another 
enemy of the target is within 5 feet of it, that enemy isn’t 
Incapacitated, and you don’t have disadvantage on the 
Attack roll. 

This damage increases to 2d6 at 6th level, 3d6 at 
11th level, and 4d6 at 16th level. 


CHANNEL DIVINITY: BLADE IN THE DARK 


Starting at 2nd level, you can use your Channel Divinity 
to beseech the Two Fingers for a cloak of shadow. 

As an action, you can expend a use of Channel 
Divinity to project a gloaming ward in a 15-foot radius 
sphere that moves with you. The ward remains for 10 
minutes.You and creatures of your choice within the 
area have advantage on Stealth checks for the duration. 
While this ward is active, if a surprised creature makes 
a saving throw against a spell you cast, it makes the 
save at disadvantage if the ward is active. You may 
dismiss the ward as an action on your turn. 


HERETIC HUNTER 


Since the shattering, the graceless masses have 
wandered the lands between. At level 6, your duties 
expand to hunting those the Erdtree shuns. You have 
advantage on Intelligence checks made to recall 
information about non-human humanoids and fiends. 

When you hit a non-human humanoid with an attack, 
or if a non-human humanoid or fiend fails a saving 
throw against a spell you cast, that creature has 
disadvantage on attack rolls against you until the 
beginning of your next turn. 


DIVINE STRIKE 


At 8th level, you gain the ability to infuse your weapon 
strikes with divine light — a gift from the Two Fingers. 
Once on each of your turns when you hit a creature with 
a weapon attack, you can cause the attack to deal an 
extra 1d8 radiant damage to the target. When you reach 
14th level, the extra damage increases to 2d8. 


ORDER’S MARK 


Starting at 17th level, enemies you designate for 
destruction wilt under the combined efforts of you and 
your allies. If you hit a creature with a spell attack or 
deal radiant damage to one with a weapon attack, you 
can curse the target until the start of your next turn. The 
next time one of your allies hits the cursed creature with 
an attack, the target also takes 2d8 psychic damage, and 
the curse ends. You can curse a creature in this way 
only once per turn. 


PROPHECY DOMAIN 


BONUS PROFICIENCIES 


At 1st level, you gain proficiency with martial weapons 
and the Insight skill. 


DISTANT VISIONS 


At 1st level, when you cast a spell that deals fire 
damage, you regain hit points equal to the level of the 
spell. When you cast a spell that restores hit points to a 
creature, you may take fire damage equal to your 
proficiency bonus to reroll a number of dice equal to 
your proficiency bonus and restore the higher of the 
two. You must take the new roll. The damage you take 
cannot be reduced in any way. 


CHANNEL DIVINITY: FORETELL FLAME 


Starting at 2nd level, you can use your Channel Divinity 
to recall the burning Erdtree in your visions, 
empowering flame you summon in it’s image. 

When you roll fire damage, you can use your Channel 
Divinity to deal maximum damage, instead of rolling. 


HERETICAL VISIONS 


At 6th level, you can project your visions of calamity into 
the future. When you use the Ready action to hold a 
spell, you do not need to concentrate while holding the 
spell. You must still concentrate on the spell after your 
release it if it would normally require it. 

If you reach your next turn before releasing the spell, 
you regain the expended spell slot used to cast it. 


POTENT SPELLCASTING 


Starting at 8th level, you add your Wisdom modifier to 
the damage you deal with any cleric cantrip. 


PROPHECY FULFILLED 


Dreams of the Erdtree aflame haunt your waking mind 
constantly, threatening to come to fruition at any point. 
At 17th level, as an action you may summon an effigy of 
the burning erdtree in an unoccupied space you can see 
within 30 feet of you. You must concentrate on this 
effigy as if you had cast a spell. When a creature enters 
the effigy’s area for the first time on a turn or starts its 
turn there, it must make a Charisma saving throw. On a 
failure, the creature has vulnerability to fire damage for 
the next minute. At the end of each of its turns, if the 
target is not in the effigy’s area, the target can make 
another saving throw, ending the effect on a success. 
The effigy lasts for 1 minute or until you lose 
concentration. 


DRUID 
ANCESTRAL FOLLOWER 


HUNTER ON HIGH 


The horned folk under the earth are expert marksmen. 
When you choose this circle at 2nd level, you become 
proficient with shortbows, longbows, and greatbows. 
Attacking at long range doesn’t impose disadvantage on 
your ranged weapon attack rolls with those weapons. 


LIFE FROM DEATH 


You beckon the spirit of a fallen beast to come to your 
side. As a bonus action, you can expend a use of your 
wildshape to call a spirit that takes the form of a beast 
that you could assume the shape of. The spirit appears 
in an unoccupied space of your choice that you can see 
within 30 feet of you. The spirit is friendly to you and 
your companions and obeys your commands. ¢, 
In combat, the spirit shares your initiative count, bu ie 
takes its turn immediately after yours. The only action it 
takes on its turn is the Dodge action, unless you take a 
bonus action on your turn to command it to take 
another action. 
The spirit manifests for 1 hour, until it is reduced t6 
hit points, until you are incapacitated, or until you use © 
this feature to summon the spirit again. © 


ANCESTRAL RECALL g 


At 6th level, you share a piece of yourself with the 
creatures you summon, a piece you can recall in a time 
of need. As a bonus action, you can teleport to a space” 
occupied by a creature you have summoned or créatedm 
The summoned creature vanishes in the same moment 
and must be resummoned again. ” 


FARSTRIDE 


At 10th level, your arrows can beckon spirits on your 
behalf. As an action, you can fire a projectile from a 
ranged weapon towards a point within its range. As 
of the same action, you can summon a creature in 

target space using your Life from Death feature or vial 
spirit ash you could normally call. 
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PERFECT CYCLE 


At 14th level, the scraps of life that keep your 

summoned creatures alive can be siphoned to mafft 
yourself. When you teleport using your Ancestral Ré 
ability, you regain hit points equal to the current hit 
points of the target creature. 


FIGHTER 
CRUCIBLE KNIGHT 


STALWART 


The crucible knights are the stronges of Godfrey’s army. 
While you cannot match their strength yet, you can 
draw upon their indomitable will. At 3rd level, you gain 
advantage on skill checks and saving throws to avoid 
being knocked prone, shoved, or grappled. You must be 
wearing heavy armor to gain this advantage. 

You ignore the strength requirements of heavy armor, 
and wearing heavy armor does not impose disadvantage 
on Stealth checks for you. 


CRUCIBLE ASPECTS 


The crucible knights throughout the Lands Between 
carry the heritage of the crucible. These Aspects of the 
Crucible allow the user to take on bestial aspecs. At 3rd 
level, you can use these aspects despite your potential 
lack of magical talents. You may prepare any number of 
Aspect of the Crucible incantations that you have 
discovered. You may cast each of these spells without a 
spell slot once per long rest. When you use Action 
Surge, you may cast an Aspect of the Crucible spell 
without expending a spell slot as well. You may use 
martial spell points to cast Aspect of the Crucible spells. 
Constitution is your spellcasting ability for these spells. 

You learn the aspect of the crucible: scales spell when 
you choose this subclass. 


GREAT TREE GUARDIAN 


The crucible knights are often sent to guard an 
individual or place, while others are sent as warriors to 
take on an offensive role. At 7th level, you may choose 
between the following options when you take a long 
rest. You may only benefit from one of these options at a 
time. 

Guardian: As an action, you may choose a specific 
allied creature you can see, promising to protect them 
for 1 hour. While you are within five feet of the creature. 
it gains a +2 bonus to AC and can add 1d4 to any saving 
throw it makes. As a bonus action, you can move up to 
half your movement speed toward the allied creature. 

Target: As a bonus action, you may choose a hostile 
creature you can see, marking them for 1 minute. You 
can roll a d4 and add the number rolled to an attack roll 
or it makes against the target or an ability check if 
contesting the target. You can also add a d4 on saving 
throws made against the target’s spells and abilities. 


PRIMORDIAL CYCLE 


The number of true crucible knights number less than 
20. At 17th level, you enter into these illustrious ranks. 
You have every Aspect of the Crucible spell prepared 
constantly regardless of if you have discovered them. 
You can also cast these spells at will without expending 
a spell slot. 


PALADIN 
OATH OF FUNDAMENTALISM 


CHANNEL DIVINITY 
When you take this oath at 3rd level, you gain the 
following two Channel Divinity options. 

Call to Causality. As a reaction to being hit by a melee 
attack, you can expend a use of Channel Divinity to 
retaliate against it. The creature takes damage equal to 
the damage dealt to you. 

Call to Regression. As an action, you can touch a 
willing creature and expend a use of Channel Divinity. If 
the creature is suffering from a condition, it can 
immediately make a new save against it. The creature 
can use your saving throw modifiers in place of its own. 


PRECEPTUAL STUDY 


The depths of the golden order are plumbed by 
fundamentalists, a fusion of religion and scholarship. 
When you take this oath at 3rd level, you may use 
Intelligence in place of Charisma for your paladin spells 
and abilities, including your Aura of Protection. You 
gain proficiency in the Nature and Survival skills. 


AURA OF ORDER 


Starting at 7th level, you have internalized the central 
concepts of the Golden Order. That knowledge alone 
creates a 10-foot aura around you drawing others closer 
via regression while you are conscious. When a harmful 
spell or condition affecting you or creatures of your 
choice in your aura ends, the affected creature gains 
advantage on the next attack roll, ability check, or 
saving throw they make before,the end of their next 
turn. > 


At 18th level, the range of this aura increases to 30 feet. 


ERDTREE REBIRTH 


Central to the golden order is the Erdtree’s role in the 
cycle of death and rebirth. Starting at 15th level, you 
recreate a small part of the Erdtree’s magic in the same 
fashion. As an action, you can rejuvenate a creature you 
can see within 60 feet of you. The target regains hit 
points equal to half its hit point maximum. The target 
can choose to end any conditions affecting it. If the 
target is prone, it can use its reaction to stand up. The 
target’s severed body members (fingers, legs, tails, and 
so on), if any, are restored as well. 

Once you use this feature, you can’t use it again until 
you finish a long rest. 


PERFECT ORDER APOTHEOSIS 


Having plumbed the depths of the golden order, you 
have discovered its truths and flaws. At 20th level, you 
can use a bonus action to contemplate this knowledge 
and use it to bolster yourself and others, gaining the 
following benefits for 1 minute: 

* You have resistance to force and radiant damage. 
*You have advantage on saving throws against spells. 
* Whenever you make an attack roll, an ability check, or 
a saving throw, you can treat a roll of 9 or lower on the 
d20 asa 10. 

* As an action, you can end any spell or condition 
effecting you. You may only remove one effect or 
condition per action spent. 

Once you use this feature, you can’t use it again until 
you finish a long rest. 


PALADIN 
OATH OF SCARLET LIGHTNING 


CHANNEL DIVINITY 


When you take this oath at 3rd level, you gain the 
following two Channel Divinity options. 

Draconic Inspiration. You can use your channel 
divinity to empower the incantations of your order. 
When you cast a Dragon Cult spell, you can expend a 
use of your channel divinity to increase your spell save 
DC for that spell by 2. You also gain advantage on any 
spell attack rolls for the incantation as well. 

Dragonbolt. Raise your blade to the sky and call down 
scarlet lightning to you. As a bonus action, you expend a 
use of channel divinity and empower yourself with the 
lightning of ancient dragons. For the next minute, your 
melee attacks deal an additional 1d6 lightning damage, 
but you gain vulnerability to lightning damage for the 
duration. 


AURA OF DRAGON TUTELAGE 


You have received secrets from the ancient dragons, 
secrets you can share with others. At 7th level, you emit 
an aura of crackling red lightning while you aren’t 
incapacitated. You and any creatures of your choice 
within 10 feet have resistance to lightning damage, and 
advantage on saving throws against Dragon Cult 
incantation spells. 

At 18th level, the range of this aura increases to 30 
feet. 


DRAGONLORD’S CLAW 


The ancient dragon lord sleeps in the crumbling sky 
ruins. You have glimpsed his might in a shared dream. 
At 15th level, you may invoke the dragonlords claws 
when you smite a creature. As a bonus action, you may 
increase the reach of your melee weapon attacks by ten 
feet until the start of your next turn. If you use your 
Divine Smite during this time, it deals an additional 1d8 
lightning damage. 


TRUE DRAGON 


Having seen the ancient dragons’ lightning first hand, 
you can beckon the power of the true dragons. At 20th 
level, you can assume the form of a true dragon as an 
action, gaining the following benefits. 


e Wings sprout from your back and grant you a flying 
speed of 60 feet. 

e You have immunity to lightning damage. 

e Lightning damage you deal ignores damage 
resistance and damage immunities of creatures. 

e When you cast a Dragon Cult incantation, you can 
choose any number of creatures you can see. Those 
creatures are unaffected by the spell even if they are 
within its area of effect. 


RANGER 
SPIRIT TUNER 


SUMMON BEAST 


When you choose this subclass at 3rd level, you receive 
a spirit calling bell if you do not already have one. You 
also gain the servant ashes as well. These special spirit 
ashes do not exhaust themselves when summoned, and 
thus do not need to be rejuvenated by a spirit tuner. 


RETURN FROM ASH 


The spirits within ash speak to you, and you may in turn 
call them back from the world beyond. When you 
choose this subclass at 3rd level, you may spend 1 
minute performing a rejuvenation ritual. Use the spirit 
tuning rules in Appendix B of the Dungeon Master’s 
Guide for this ritual. 


EMPOWER ASH 


Starting at seventh level, spirits you call from ash are 
more resilient than normal. Any spirit you summon 
from a spirit calling bell gains two benefits. 


e The creature appears with more hit points than 
normal: 2 extra hit points per Hit Die it has. 

e The damage from its natural weapons is considered 
magical for the purpose of overcoming immunity and 
resistance to non-magical attacks and damage. 


Starting at 11 level, you may use your action to let a 
spirit you have summoned take an additional action 
before the end of its next turn. 


SPIRIT SWELL 


The spirits dwelling in ash are willing to extinguish 
themselves to come to your aid. At 15th level, you can 
summon exhausted spirits without rejuvenating them 
first. If you do, the ash is destroyed and cannot be 
rejuvenated afterwards. 


ROGUE 
CRAFTER 


RESOURCEFUL 


Many of the materials in the lands between are used to 
craft secondary items that are useful to travelers. While 
recipes and cookbooks are helpful resources to learn 
new tricks, at 3rd level you learn to use materials you 
have in your possession as substitutes for ones you 
don't. 

When you use a crafting kit to make an item, you may 
substitute one common component in the recipe for 
another component of equal rarity. You may only 
substitute one type of component in a particular recipe, 
you must provide the rest as described. Your 
resourcefulness grows as you gain more experience in 
the Lands Between. At level 7 you may substitute an 
uncommon ingredient, at level 11 a rare ingredient, and 
at 15 a very rare ingredient. Only one ingredient can be 
substituted for a particular recipe, regardless of rarity. 

If you do not have a crafting kit when you pick this 
Archetype, you receive one now. 


Quick DEPLOY 


At 3rd level, when you may use a bonus action to use a 
craftable item if it would normally require an action. 


ADEPT FORAGER 


At 9th level when traveling overland you may roll twice 
on the material gathering table and gain the materials 
for both results. 


FINE CRAFTSMAN 


At 9th level, crafted and improvised weapons you wield 
are treated as finesse weapons as long as they lack the 
heavy property. 


Quick CRAFT 


By 13th level Your expertise with a crafting kit allows 
you to make items much faster than others. As a bonus 
action, you can make a special Craft action. When you 
Craft, you can create an item that you know a recipe for 
as long as you have a Crafting Kit on your person. 


MASTER CRAFTSMAN 


You've mastered using just enough materials to get the 
job you need done, and in doing so accumulated many 
half used materials. At 17th level, you can use a Craft 
action to craft any item for which you have a recipe 
without using the necessary materials. This item is 
fragile and cobbled together, and thus is destroyed after 
you take a long rest. You may take this special Craft 
action once per long rest. 


SORCERER 
SERVANT OF ROT 


ARCANE AEONIA 

The scarlet rot swims in your blood, the very wellspring 
of your magic. At 1st level, when a creature begins its 
turn under the effects of a spell you are concentrating 
on, you can deal poison damage to it equal to your 
proficiency bonus as a free action. 


ROTTED BLOOD 


The scarlet rot is your birthright, and it inures you to 
similar effects. At 6th level, you have resistance to 
poison and necrotic damage, as well as advantage on 
saving throws against becoming poisoned or afflicted by 
scarlet rot. 


ROT RETALIATION 


Starting at 10th level, when you are hit by a melee 
attack, you can use your reaction to deal necrotic 
damage to the attacker. The damage equals your 
sorcerer level. The attacker must also make a 
Constitution saving throw against your sorcerer spell 
save DC. On a failed save, the attacker is poisoned until 
the end of its next turn. 


LIMB ATROPHY 


The rot takes to some more than others. At 1 0th level, 
you may choose to have one of your limbs rot 
completely. If one of your arms rots, you lose 
functionality of it completely and have disadvantage of 
Sleight of Hand checks. If one of your legs rots, your 
movement speed is halved and you have disadvantage 
on Dexterity saving throws. 

Finding or creating a prosthetic limb will fully replace 
your lost limb. If you wear a prosthetic arm, your 
Strength score increases by two. If you wear a 
prosthetic leg, your Dexterity score increases by two. 
You can only gain one of these benefits at a time, make 
this decision at the end of each long rest. You are also 
proficient with all prosthetic weapons. 


WAVE OF ROT 


At 18th level, the scarlet rot within you infects every 
spell you cast. When a creature fails a saving throw 
against a spell you cast, you can expend 2 sorcery points 
to inflict the Rotting condition upon it for 1 minute. At 
the end of each of the creature’s turns, it can make a 
Constitution saving throw against your spell save DC, 
ending the condition on a success. 


WARLOCK 
} DRAGON COMMUNION 


EXPANDED SPELL LIST 


When you take on this patron at 1st level, You can 
prepare Dragon Communion incantations in addition to 
sorceries. You also learn the dragonclaw spell. 


DRAGON SENSE 


At 1st level, you can project your senses to find new 
dragon hearts to offer in communion. As an action, you 
can focus on the dregs of dragon blood you consumed 
and find your next prey. You sense the nearest dragon, 
and you learn the distance and direction of that dragon. 
‘\ , You also discovered the elemental damage type its 
_____ breath weapon and melee attacks use. 
i= ® SHAPE FLAME 
} At 6th level, you can contain your magic when it would 
ra. » prefer to burst forth freely. When you cast a Dragon 
+. Communion incantation with an area of effect, you can 
___ reduce the area of effect in 5-foot increments down toa 
_. minimum of five feet. For instance, you can make a 60- 
foot cone affect a 30-foot cone area instead, or a 5-foot 
cone at a minimum. If you reduce the area to the 
» minimum, you can instead have the spell target a single 
creature within 5 feet of you. If you do, the target has 
disadvantage on saving throws against the spell. 
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At 10th level, you can take hold of the lingering magic 
left over from channeling the dragon’s blood. When you 
cast a Dragon Communion incantation with an 
instantaneous duration, you can cast the same 
incantation on your next turn without expending a spell 
slot. 

You can use this ability once per short rest. 


HEART HUNTER 


o Having claimed the hearts of many dragons, you learn 
to exploit their magic against their kin. Your spells 
ignore damage resistances and immunities of dragons. 
Dragon hearts you offer in exchange for dragon 
communion incantations are treated as if they were two 
hearts instead. 


WIZARD 
SCHOOL OF GLINTSTONE 


DEVOTED PUPIL 


Your studies at Raya Lucaria may be long past, but the 
knowledge you’ve gleaned there remains with you. At 
2nd level, you gain proficiency in two of the following 
skills: Arcana, History, Nature, or Religion. You also add 
the identify spell to your spell book. 


SPELL DELVER 


At 2nd level, you can learn from other during brief 
bursts of inspiration. As a reaction to a creature you see 
casting a sorcery, you can make an Arcana check to 
identify and copy the spell. The DC of the check is 10 + 
the spell’s level. On a success, you can immediately 
prepare the spell and it doesn’t count against the 
number of spells you can prepare until you finish a long 
rest. You can spend an hour before you finish a long rest 
to copy the spell into your spellbook. 

If you choose to copy the spell, you cannot use this 
ability until you gain a new Wizard level. 


GLINTMAGE ADEPT 


At 6th level, when you cast a spell that creates two or 
more projectiles, you may create an additional one. 


PORTENT 


Starting at 6th level when you choose this school, 
glimpses of the future begin to press in on your 
awareness. When you finish a long rest, roll two d20s 
and record the numbers rolled. You can replace any 
attack roll, saving throw, or ability check made by you or 
a creature that you can see with one of these foretelling 
rolls. You must choose to do so before the roll, and you 
can replace a roll in this way only once per turn. 

Each foretelling roll can be used only once. When you 
finish a long rest, you lose any unused foretelling rolls. 


STARBOUND FATE 


The stars alter the fate of the Carian royal family, and all 
glintstone mages to an extent. At 10th level, as an action 
once per long rest, you can change any of your prepared 
spells in the same manner that you would after finishing 
a long rest. This feature is not available to you if the 
stars’ motion is still arrested by the Starscourge. 


GLIMPSE THE PRIMEVAL CURRENT 


Following in the steps of some of the most powerful 
glintstone sorcerers, at 14th level you can stare into the 
primeval current to empower your magic. As part of 
casting a spell of 1st level or higher, you may cast it as if 
you used a 9th level spell slot. This does not allow you 
to cast 9th level spells unless you have the caster levels 
otherwise required. You may use this ability once per 
long rest without additional consequences. If you use it 
again before finishing a long rest, you gain a level of 
exhaustion and your Sanity score is reduced by 1. 


BACKGROUNDS 


ONG AGO THE WARRIORS OF GODFREY, THE FIRST 


© Elden lord, were stript of the Grace of Gold 
and banished from the Lands Between. 
These forsaken souls are the Tarnished, 
and you are one of their number. You, or 
one of your ancestors, were exiled from the 


Lands Between before perishing under 
circumstances of your choosing. 

Before the events of your adventure, Grace was 
restored to your corpse, rejuvenating your body and 
soul. Returned to life, Grace has guided you back to the 
Lands Between in the hope that you may take the Elden 
Throne. 

Your background describes your life in exile. Perhaps 
you fell in battle in the wastes, or sought a quiet life 
comforting the dead, or hunted dragons to consume 
their still-beating hearts. 

The Grace of Gold is a fickle thing. Many Tarnished 
before you have been called back to the Lands Between, 
just to have their Grace stripped from them as they lose 
sight of the Throne. Your background describes the 
conditions under which your own flaws, or external 
forces, would lead to your loss of Grace as well. 


SANITY SCORE 


This supplement uses the optional Sanity ability score 
detailed in the 5e Dungeon Master’s Guide. For the 
most part, this score is used only to track your 
character’s devotion to their quest to become Elden 
Lord. A higher sanity score indicates that your character 
is of sound mind committed to Grace’s guidance. As 
your Sanity score decreases, you grow closer to 
abandoning your goal in favor of a different path. 

Your character begins with a Sanity score of 11. Each 
time your character dies and is resurrected, your Sanity 
score decreases by 1. You can regain a point of Sanity 
through the use of a rune arc, a powerful shard of the 
Elden Ring. Your background also describes 
circumstances where you will regain Sanity. 


BADLANDS WARRIOR 


When Godfrey was driven from the Lands Between, his 
Tarnished followers were shunned from grace as well. 
You are one of the warrior descendants of Godfrey, 
Tarnished who craved battle in all its forms. You’ve 
spent your life in the Badlands, wastes far from the 
Lands Between. Every day of your life was a battle hard 
fought, until you fell. Grace has called you back to the 
Lands Between, and your eyes inevitably draw toward 
the Erdtree, and the throne your liege once sat upon. 

Skill Proficiencies: Athletics, Intimidation 

Tool Proficiencies: Smith’s Tools 

Languages: One of your choice 

Equipment: A trophy from a fallen foe, a melee or 
ranged weapon of your choice, a set of smith’s tools, 


and commoner’s clothes. 
JOURNEY OF STEEL 


The lure of battle calls to you every moment. The 
Erdtree’s grace has given you the opportunity to 
conquer new foes, but know that the mind was not 
meant to withstand death eternally. 

When your sanity score is below 10, you gain the 
benefits described in the table above. You gain all of the 
benefits for your sanity score and those below it. For 
example, if your sanity score was 5, you would have the 
benefits of the abilities you gained at 5, 7, and 9 
together. 

When you find a Legendary Armament, your Sanity 
score increases by 1. 

Sanity Score | Effect 

8-9 | Your weapon attacks deal an additional 1 point 
of damage. 

6-7 | You have advantage on saving throws against 
the frightened condition. 

4-5 | Your weapon attacks deal 2 additional points of 
damage. 

2-3 | Your armor class increases by 2. 

1 | You have resistance to bludgeoning, piercing, and 
slashing damage. 

0 | Your mind gives way into pure battlelust. You 
wander the Lands Between in search of constant 
conflict, and become an NPC under the DM’s control. 
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BLOODSOAKED VAGABOND 


Once driven from the Lands Between, many tarnished 
settled in far-away lands. Their skills in war made them 
able candidates to war in the Land of Reeds. The Land 
of Reeds is mired in constant civil conflict, succumbing 
to blood-soaked madness. You are descended from one 
of these mercenaries, having fought in the Land of 
Reeds before being called back by Grace. The blood of 
your homeland spills from your blades as much as it 
does from your veins. 

Skill Proficiencies: Stealth, Medicine 

Tool Proficiencies: Weaver’s Tools 

Languages: One of your choice 

Equipment: A melee or ranged weapon, a set of 
weavers tools, and commoners clothes. 


JOURNEY OF BLOOD 


The Erdtree concerns itself with grace, curses, and 
runes. The power of blood is one of the few that has not 
been subsumed into the Golden Order. Your journey 
will assuredly be one stained with blood, so much that 
you may drown in viscera before reaching your throne. 

When your sanity score is above 11, you gain the 
benefits described in the table above. You gain all of the 
benefits for your sanity score and those below it. For 
example, if you sanity score was 17, you would have the 
benefits of the abilities you gained at 12, 14, and 16 
together. The same is true if your sanity is below 10, you 
gain the penalties for all of the sanity scores under your 
current score. 


When you slay another Tarnished, your Sanity score 
increases by 1. 

Sanity Score | Effect 

8-9 | You have advantage on Stealth checks. 

6-7 | You have advantage on saving throws against 
Bleed. 

4-5 | Weapons you use without Bleed have Bleed 1. 

2-3 | Creatures you hit with an attack have 
disadvantage on saving throws against Bleed until the 
end of their next turn. 

1 | You automatically succeed on saving throws 
against Bleed. 

0 | The allure of blood subsumes your quest for 
lordship. You bow before the upstart Lord of Blood, 
becoming an NPC under the DM’s control. 


DEATHBED COMPANION 


Queen Marika the Eternal plucked the rune of Death 
from the Elden Ring. You and your cohorts reject this 
decision, choosing to live within death instead. You may 
have been a Deathbed Companion, one who lays with 
dead nobles so they may be given another chance at life, 
or you could think that sealing death has stagnated the 
land. In either case, you are shunned by the Erdtree 
faithful particularly members of the Golden Order who 
hunt you relentlessly. 

Skill Proficiencies: Persuasion, History 

Tool Proficiencies: Disguise Kit 

Languages: One of your choice 

Equipment: A bone of an ancient human that died a 
true death, a black robe and/or veil, a set of common 
clothes, and a disguise kit 


JOURNEY OF TRUE DEATH 


To Live Within Death is to court the Death Prince’s 
embrace. At your peak, you may use his guidance to 
stave off death until your appointed time. But as your 
journey falters, you grow closer to true death in spite of 
the Erdtree’s grace. 

When your sanity score is below 10, you gain the 
benefits described in the table above. You gain all of the 
benefits for your sanity score and those below it. For 
example, if your sanity score was 5, you would have the 
benefits of the abilities you gained at 5, 7, and 9 
together. 


Your Sanity increases by 1 whenever you claim 
Deathroot. 

Sanity Score | Effect 

8-9 | You have advantage on death saving throws. 

6-7 | You have advantage on saving throws against 
the Exhausted condition. 

4-5 | You have resistance to necrotic damage. 

2-3 | Undead creatures are no longer hostile to you, 
though they may be hostile to others you travel with. 
1 | When you roll a death saving throw, you can 
choose to automatically succeed on the roll instead. 

0 | Death blight permeates throughout your body, 
destroying both your body and spirit permanently. 


DRAGON COMMUNER 
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The dragons once ruled the skies. Now the few that 
remain serve the Golden Order. You eschew their 
teachings, preferring instead to hunt them down. To 
commune with the dragons is to consume their hearts, 
eventually taking on their very physiology. But beware; 
those on the path to dragon communion can be 
overtaken by their powerful blood. 

Skill Proficiencies: Survival, Nature 

Tool Proficiencies: Leatherworker’s Tools 

Languages: One of your choice 

Equipment: A dragon heart, a set of butchering tools 
such as cleavers and small knives, a sturdy sack made 
of dragonskin, a set of leatherworkers tools, and 
commoners clothes. 


JOURNEY OF FIRE 


To consume a dragon’s heart is a heretical act. The 
powers it grants are tremendous, but the path of dragon 
communion curses many to crawl on their bellies in 
misshapen form for eternity. 

When your sanity score is below 10, you gain the 
benefits described in the table above. You gain all of the 
benefits for your sanity score and those below it. For 
example, if your sanity score was 5, you would have the 
benefits of the abilities you gained at 5, 7, and 9 
together. 

Whenever you slay a dragon, your Sanity score 
increases by 1. 

Sanity Score | Effect 

8-9 | You have advantage on Survival rolls made to 
track dragons, and Intelligence checks made to recall 
information about them. 

6-7 | You have advantage on saving throws against 
dragon attacks and abilities. 

4-5 | You have resistance to fire damage. 

2-3 | Your spell save DC increases by 1 when casting 
Dragon Communion incantations. 

1 | Your attacks against dragons deal an additional 
3d6 damage on a hit. 

0 | Your form crumples, giving way to the dragon 
blood’s transformation. You transform into a Magma 
Wyrm, losing all mental faculties and becoming an NPC 
under the DM’s control 


ERDTREE FAITHFUL 


The Golden Order is the central religion of the Lands 
Between. Its objects of worship include the Elden Ring, 
the Erdtree, and Queen Marika the Eternal. Marika is 
seen as the one true god, the vessel for the Elden Ring 
itself. Your faith still remains despite being driven from 
the Lands Between so long ago. Your faith devotes your 
life towards aiding the Two Fingers, driving out Those 
Who Live in Death, and restoring order by claiming the 
mantle of Elden Lord. 

Skill Proficiencies: Religion, Arcana 

Languages: Two of your choice 

Equipment: Golden order vestments, a set of tomes 
filled with the Golden Order’s foundations, a sacred 
seal, and commoners clothes. 


JOURNEY OF PERFECTED ORDER 


Order has been broken with the Elden Ring. All is not 
lost, the Ring can be mended and a new lord can take 
the throne. Your path is to do just that, but beware 
falling into the same traps as the scores before you. 

When your sanity score is below 10, you gain the 
benefits described in the table above. You gain all of the 
benefits for your sanity score and those below it. For 
example, if your sanity score was 5, you would have the 
benefits of the abilities you gained at 5, 7, and 9 
together. 

When you reach a Minor Erdtree, your Sanity score 
increases by 1. 

Sanity Score | Effect 

8-9 | You have advantage on Religion and Arcana 
checks. | 

6-7 | When you restore hit points to a creature, it 
regains additional hit points equal to your proficiency 
modifier. | 

4-5 | You have advantage on saving throws against 
the charmed condition. | 

2-3 | You have resistance to radiant damage. | 

1 | Once per long rest, when you are reduced to 0 hit 
points, you can instead drop to 1 hit point. | Frenzy 
Apostle 


FRENZY APOSTLE 


The Erdtree stands as the embodiment of supreme 
order governing the Lands Between. The light you see 
in your eyes guides you to a different path. You hear 
whispers of order’s demise, of a world ungoverned by 
the gods and their vassals. These whispers only grow 
louder as you near the homeland of your forebears, 
pointing you towards the Capital. Your questions will be 
answered there. 

Skill Proficiencies: Perception, Insight 

Tool Proficiencies: Brewer’s Tools, a musical 
instrument of your choice 

Languages: One of your choice 

Equipment: A shabriri grape, a musical instrument of 
your choice, a set of brewer’s tools, and commoners 
clothes. 


JOURNEY OF CHAOS 


Each step in the path of Grace leads you closer to the 
far flame. The Erdtree cannot see into your mind, but 
the closer you come to the flame, the greater the toll it 
takes on your psyche. 

When your sanity score is below 10, you gain the 
benefits described in the table above. You gain all of the 
benefits for your sanity score and those below it. For 
example, if your sanity score was 5, you would have the 
benefits of the abilities you gained at 5, 7, and 9 
together. 

When you find a Frenzied Flame incantation or a 
shabriri grape, your Sanity score increases by 1. 

Sanity Score | Effect 

8-9 | Your passive perception increases by 5 | 

6-7 | You have advantage on saving throws against 
the stunned condition. | 

4-5 | You have resistance to psychic damage. | 

2-3 | You are immune to the stunned condition. | 

1 | As a melee action, you can touch a creature and 
force it to make a DC 15 Wisdom saving throw. The DC 
of the save is equal to 8 + your proficiency bonus + your 
Charisma bonus. On a failed save, the creature is 
stunned until the beginning of your next turn. | 

0 | Frenzy consumes your mind, rendering youa 
hollow shell for the vision to puppet. You become an 
NPC under the DM’s control. | 


STAR BOUND 


The first glintstone sorceries are the scholarly 
descendant of the astrologers who lived among the 
giants. The academy of Raya Lucaria was bound to the 
Erdtree after the Queen Rennala of the Full Moon and 
Radagon of the Golden Order were wed. In the same 
way, you are the descendant of those first sorcerers. 
Your fate is wrought upon the stars, linked to the Carian 
Royal Family and the visions of the Astral Current. 

Skill Proficiencies: Arcana, History 

Tool Proficiencies: Navigator’s Tools 

Languages: One of your choice 

Equipment: A glintstone staff, a set of Navigator’s 
Tools, a map to the location of a glintstone key, and 
commoners clothes. 


JOURNEY OF STARS 


The movement of the stars has been long halted, and 
the fate of the glintstone sorcerers has stagnated with it. 
Your fate is tied to the stars, and your path to lordship 
may deviate from the one the Two Fingers has laid out 
for the tarnished. If you tire of obeisance, perhaps 
freeing the stars will reveal a new age. 


When your sanity score is below 10, you gain the 
benefits described in the table above. You gain all of the 
benefits for your sanity score and those below it. For 
example, if your sanity score was 5, you would have the 
benefits of the abilities you gained at 5, 7, and 9 
together. 

When you find a sorcery from a new school, your 
Sanity score increases by 1. 

Sanity Score | Effect | 

8-9 | Your SP pool increases in size by 2. | 

6-7 | Your spell attack bonus increases by 1. | 

4-5 | Your SP pool increases in size by an additional 
4. | 

2-3 | Your spell save DC increases by 1 | 

1 | When you cast your first spell after a long rest, you 
may do so without expending a spell slot. | 

0 | At the end of your rope, you glimpse the astral 
current and are overwhelmed by your visions. You are 
permanently petrified in glintstone. 
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EQUIPMENT 
WEALTH 


Many items of value are spread throughout the Lands 
Between. None are more converted than runes, tiny 
shards of the Elden Rings scattered to the four winds 
after it was shattered. Runes, when held in large 
quantities, bestow power and authority to their bearer. 
After the Shattering, runes have become the default 
currency of the Lands Between. 

Rather than tracking gold and silver coins, 
adventurers in the Lands Between should track the 
runes they accumulate instead. The most common way 
a Tarnished will acquire runes is through defeating foes 
and taking theirs. Runes are awarded in lieu of 
experience points when enemy creatures are slain. The 
runes an enemy possesses are typically equal to the 
experience that they would yield when defeated. Runes 
can also be found throughout the world in dense 
clusters called golden runes. 

If you or your DM need to convert gold into runes 
(when determining starting gold/runes for example), 1 
GP is equivalent to 100 runes. Runes are weightless 
and can be held in unlimited quantities by a creature 
without issue. 

The nomadic merchants who wander the wild places 
of the Lands Between take particular interest in runes, 
and are willing to share equipment and information in 
exchange for them. 


WEAPONS 


Most weapons in the Lands Between have comparable 
equivalents in the rules for D&D 5e. The Weapons 
Table below repeats much of the information you’d find 
in the Player’s Handbook, with a few key additions. 
Namely, there are new weapon types to expand player 
options (caestus, claws, torches, katanas, cleavers, ultra 
greatswords, twinblades, colossal weapons, reapers, 
and greatbows). The table also names the default 
weapon skill for a weapon type (weapon skills are 
described in more detail below). 


SIMPLE MELEE WEAPONS 


Weapon Damage Weight Properties Default Skill 
Mace 1d8 7 |b. Kick 
bludgeoning 
Dagger 1d4 piercing 1\lb. Finesse, light, Quickstep 
thrown (range 
20/60) 
Handaxe 1d6 slashing 3lb. Light, thrown Quickstep 
(range 20/60) 
Spear d6piercing 3lb. Thrown (range Impaling 
20/60), versatile Thrust 
(1d8) 
Caestus 1d4 1lb Light, Special Endure 
bludgeoning 
Claws 1d4slashing 41b. Light, Versatile Quickstep 
(1d8) 
Torch 14 fire 1lb. Light No Skill 
SIMPLE RANGED WEAPONS 
Default 
Weapon Damage Weight Properties Skill 
Shortbow 1d6 2|b. Ammunition (range Barrage 
piercing 80/320), two-handed 
Light 1d8 5 lb. Ammunition (range Kick 
Crossbow piercing 80/320), loading, two- 


handed 


NEw WEAPON PROPERTIES 


New and revised weapon properties are described here. 
If a weapon property that already exists in the PHB 
(such as the heavy property) is described again here, use 
these properties instead. 

Heavy. A Heavy weapon is unwieldy compared to 
other weapons. You have Disadvantage on your attack 
rolls with a Heavy weapon if your Strength score isn’t at 
least 13. 

Colossal. Colossal Weapons are difficult to swing 
effectively, even for the strongest warriors. The first 
attack you make each turn with a Colossal weapon is 
made at disadvantage. 


SPECIAL WEAPONS 


Weapons with special rules are described here. 

Lance: You have disadvantage when you use a lance 
to Attack a target within 5 feet of you. Also, a lance 
requires two hands to wield when you aren’t mounted. 

Caestus: Fist-type weapons like the Caestus are 
easier to attack with in quick succession. When you 
wield a Caestus in both hands, you can add your ability 
modifier to the damage of melee weapon attacks you 
make as a Bonus Action. 

Greatbow: Greatbows require tremendous strength to 
wield effectively. You use the lower of your Strength or 
Dexterity modifier for the attack rolls with a greatbow. 

Twinblade: A twinblade is a complex double-bladed 
polearm. When you wield a twinblade, you may make an 
off-hand attack with it as if you were wielding two light 
weapons. 


MARTIAL MELEE WEAPONS 


Weapon Damage Weight Properties Default Skill 
Longsword 1d8 slashing 3b. Versatile Square Off 
(1d10) 
Shortsword 1d6 piercing 3b. Light, Finesse Kick 
Scimitar 1d6 slashing 3 lb. Light, Finesse Spinning 
Slash 
Katana 1d8 slashing 21b. Finesse Unsheathe 
Cleaver 1d10 piercing 3 |b. Finesse, Two- — Spinning 
Handed, Slash 
Heavy 
Greatsword 2d6slashing 6lb. Heavy, two- Stamp 
handed (Upward 
Cut) 
Ultra 3d6 slashing 6lb. Heavy, two- Stamp 
Greatsword handed, (Upward 
colossal Cut) 
Rapier 1d8 piercing 2lb. Finesse Spinning 
Slash 
Twinblade 1d8slashing 6!b. Two-handed, Spinning 
Special Slash 
Battleaxe 1d8slashing 4|b. Versatile Wild Strikes 
(1d10) 
Greataxe 1d12 7 lb. Heavy, two- Barbaric 
slashing handed Roar 
Flail 1d8 slashing 2|b. - Spinning 
Chain 
Maul 2d6 10 Ib Heavy, two- Endure 
bludgeoning handed 
Colossal 3d6 6 lb. Heavy, two- Endure 
Weapon Bludgeoning handed, 
colossal 
Lance 1d12 piercing 6 |b. | Reach, special Charge Forth 
Halberd 1d10 6 lb. Heavy, reach, Charge Forth 
slashing two-handed 
Pike 1d10 piercing 18 Ib. Heavy, two- Charge Forth 
handed, 
Reach 
Reaper 1d8 piercing 3\lb. finesse, two- Spinning 
handed, reach Slash 
Whip 1d4 slashing 31b. Finesse, reach Kick 
MARTIALS RANGED WEAPONS 
Default 
Weapon Damage Weight Properties Skill 
Longbow 1d8 2|b. Ammunition (range Mighty 
piercing 150/600), heavy, two- Shot 
handed 
Greatbow 1d10 15 |b. Ammunition (range Through 
piercing 200/800), heavy, two- and 
handed, special Through 
Heavy 1d10 18 lb. Ammunition (range Kick 
Crossbow piercing 100/400), heavy, 


loading, two-handed 


WEAPON SKILLS AND AFFINITIES 


The Shattering War results in the forging of millions of 


weapons in the Lands Between. Such arms saw battle 
in myriad forms and came to take on some aspects of 
their wielders. Thus, well-crafted weapons have their 
own weapon skills. These skills take the form of special 
actions, maneuvers, and passive abilities. Most weapon 
skills require SP to activate. Weapon skills can also be 
activated through Martial SP as well. 

The Save DC and attack bonuses of weapon skills are 
set by the weapon’s Affinity. An affinity is one of the six 
Ability Scores of the wielder. For example, a typical 
greatsword has Strength Affinity, while a typical dagger 
has Dexterity affinity. A weapon’s affinity can be 
changed with the use of whetstone knives. 


Affinity save DC = 8 + your proficiency bonus + your 
Affinity modifier 
Affinity attack modifier = your proficiency bonus + your 
Affinity modifier 


A weapon’s skill will be described in its item 
description. The default skill for any weapon type is 
listed in the table above. Their effects are as follow: 

Barbaric Roar (2 SP), Affinity: Strength. When you 
make your first attack on your turn, you can activate this 
ability, uttering a guttural roar. Doing so gives you 
advantage on melee weapon attack rolls using Strength 
during this turn, but attack rolls against you have 
advantage until your next turn. 

Barrage (3 SP), Affinity: Dexterity. When you make a 
ranged weapon attack on your turn, you can use your 
bonus action to make an additional attack with this 
weapon. 

Charge Forth (2 SP), Affinity: Strength. If you move at 
least 20 feet towards a target and hit it with a weapon 
attack on the same turn, you may activate this skill as a 
free action. If you do, the target takes an extra 5 (2d4) 
bludgeoning damage. If the target is a creature, it must 
succeed on a Strength saving throw or be knocked 
prone. 

Endure (0 SP), Affinity: Constitution. As an action, 
you steele yourself to harm for a brief time. Until the 
end of your next turn, you have resistance against 
bludgeoning, piercing, and slashing damage dealt by 
weapon attacks. 

Impaling Thrust (1 SP), Affinity: Dexterity. When you 
attack with this weapon, you may activate this skill asa 
free action to increase the reach of the attack by 5 feet. 

Kick (1 SP), Affinity: Strength. As a bonus action, you 
may shove a creature within five feet of you. You may 
use your Affinity modifier in place of your normal 
modifier for the shove. 

Mighty Shot (1 SP), Affinity: Dexterity. Until the end 
of your turn, before you make an attack with this 
weapon, you can choose to take a -5 penalty to the 
attack roll. If that attack hits, you add +10 to the attack’s 
damage. 


Quickstep (1 SP), Affinity: Dexterity. As a bonus 
action, you move up to 5 feet in any direction without 
provoking attacks of opportunity. Your movement speed 
is reduced to O until the end of your turn. 

Spinning Chain (2 SP), Affinity: Strength. As a bonus 
action, you begin spinning the chain on your flail until 
the end of your next turn, preparing to strike at a 
moment’s notice. When a creature moves within 5 feet 
of you or makes a melee attack against you, you may 
use your reaction to make an attack at the target with 
this weapon. 

Spinning Slash (4 SP), Affinity: Dexterity. You spin 
your blade in a circle around you, attacking a number of 
separate targets equal to at most your proficiency 
modifier. These attacks are made at disadvantage. 

Square Off (1 SP), Affinity: Constitution. As a bonus 
action, you enter a prepared stance. While prepared, 
you may make an attack of opportunity against any 
creature who enters your reach until the start of your 
next turn. 

Stamp (Upward Cut) (1 SP), Affinity: Strength. As a 
bonus action, you stomp on the ground, kicking up dust 
and bracing yourself. Until the end of your next turn, 
you have advantage on ability checks and saving throws 
made to avoid being knocked prone or shoved. As an 
action while you are braced, you can make an attack 
with this weapon at a creature within 5 feet of you at 
advantage. 

Through and Through (4 SP), Affinity: Dexterity. You 
draw the string of this weapon as far as it will go, firing 
an arrow in a straight line of length equal to the bow’s 
first range increment. Make an attack roll against the 
creature in that line nearest to you. On a hit, the target 
takes damage as normal and the arrow punctures 
through them and continues in the line, striking each 
target in the line. Each target hit reduces the attack roll 
of the arrow by 1. 

Unsheathe (0 SP), Affinity: Dexterity. You have 
advantage on attacks you make using your reaction. 

Wild Strikes (1 SP), Affinity: Strength. When you 
make your first attack on your turn, you can decide to 
attack recklessly. Doing so gives you advantage on 
melee weapon attack rolls during this turn, but attack 
rolls against you have advantage until your next turn. 


ASHES OF WAR = 


A crafting kit facilitates the creation of various items 


When a weapon is destroyed, the ashen remains of it and objects. Crafting an item requires a recipe and 
still retain their skills. Ashes of War are clumps of ash crafting materials, and takes ten minutes per item. 
that, when applied to a weapon with a whetstone knife, Each crafting kit comes with recipes for creating the 
can change the weapon’s skill. following items: 

Over the course of a short rest, a creature can use a 
whetblade to apply an ash of war to a weapon it is Item Recipe 
wielding. The ash is then bound to the weapon until it is Rowa Raisin 1 Rowa Fruit 
removed or replaced. While bound, the weapon’s skill Dart x10 1 Beast Carcass 
and Affinity is replaced by the ash’s. A weapon can only Fire Pot 1 Cracked Pot, 1 Mushroom, 1 Smouldering 
have one weapon skill, and thus only one ash of war Butterfly 
applied to it as well. An ash of war can only be applied Rainbow 1 Ruin Fragment 
to one weapon at a time. One ash of war can be applied Stone 


to paired weapons such as claws and caestus. Ash’s can 
also be removed from a weapon during a short rest as IMPORT ‘ANT M. AGICAL ITEMS 
well, restoring its original skill. 

Some weapons have unique skills noted in their 
descriptions. These weapon skills cannot be changed by 
an Ash of War, though their affinities can. 


ARMOR 


Armor in the Lands Between always have equivalents in 
the 5e Player’s Handbook. Shields are a small 
exception, in that shields have weapon skills. This 
document also introduces Greatshields, particularly 
large and cumbersome shields that require tremendous 
strength to wield. 


A Tarnished in the Lands Between is in constant 
danger. Some of the magic items that wandering 
Tarnished often make use of are described below. 


Armor 
Armor Class Default 
Name (AC) Strength Stealth Weight Skill Affinity 
Shield +20 = - 6lb. Parry Dexterity 


Greatshield +3 STR17 Disadvantage 20|b. Parry Strength 


CRAFTING 


Many materials within the Lands Between can be 

combined with the use of a Crafting Kit to create 

healing reagents, ammunition, and much more. 
Crafting an item requires the following resources: 


e Crafting Kit 
e Recipe 
e Crafting Materials 


Recipes are often sold by merchants or found in the 
world, often in bundles of multiple recipes for sale. 
Crafting materials often take the form of plants, herbs, 
and organs salvaged from slain beasts. Attempting to 
craft an item without a recipe is ill-advised, and leads to 
the destruction of the materials used in the process. 


CRAFTING KIT 


WONDROUS ITEM, COMMON 


Leather bag containing a pestle and mortar, small blade, 
and various other tools. Enables item crafting. Provides 
both means to fight and means to survive. 
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FLASK OF CRIMSON TEARS 


Wondrous Item, unique 

A sacred flask modeled after a golden holy chalice 
that was once graced by a tear of life. Filled with 
crimson tears, this flask restores HP with use. Rest at a 
site of grace to replenish. The one washed up on the 
Sravesite was sure to die, until this flask offered its gift 
of rejuvenation. To seek the Elden Ring. 

This flask has 2 charges. As an action, you can 
expend a charge and regain 2d4+2 hit points when you 
drink from this flask. It regains all expended charges 
after you finish a long rest. 

While you rest at a Site of Grace, you can move 
charges to and from the Flask of Crimson Tears and the 
Flask of Cerulean tears as part of a long rest. You may 
also reinforce the flask with golden seeds and sacred 
tears. When you do so, the Flask of Cerulean Tears is 
reinforced simultaneously. Each sacred tear you offer to 
the flasks increases the healing you receive when you 
drink it by 1d4+1. 

When you offer golden seeds to the flasks, their total 
number of charges increases according to the table 
below. 


Golden Seeds Total Charges 
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FLASK OF CERULEAN TEARS 


Wondrous Item, unique 

A sacred flask modeled after a golden holy chalice 
that was once graced by a tear of life. Filled with 
cerulean tears, this flask restores SP with use. Rest at a 
site of grace to replenish. The one washed up on the 
Sravesite was sure to die, until this flask offered its gift 
of rejuvenation. To seek the Elden Ring. 


This flask has 1 charge. As an action, you can expend a 
charge and regain 2 spell points when you drink from 
this flask. It regains all expended charges after you 
finish a long rest. 

While you rest at a Site of Grace, you can move 
charges to and from the Flask of Crimson Tears and the 
Flask of Cerulean tears as part of a long rest. You may 
also reinforce the flask with golden seeds and sacred 
tears. When you do so, the Flask of Cerulean Tears is 
reinforced simultaneously. Each sacred tear you offer to 
the flasks increases the healing you receive when you 
drink it by 2 SP. 


FLASK OF WONDROUS PHYSICK 


Wondrous Item, unique 

A relic of the physick chemists, priests of the Erdtree. 
Harnesses the powers of crystal tears, which only form 
after the passage of many moons. Various special 
effects are bestowed upon the drinker, dependent on 
the specific mixture of crystal tears. Rest at a site of 
8race to replenish. 

Basins are placed at the feet of Minor Erdtrees 
throughout the Lands Between in order to collect their 
crystallized tears. 


This flask is initially empty, though it fills with 
invigorating fluids when crystal tears are placed within 
it. The flask can hold up to two crystal tears at a time, 
taking on the tears properties. The tears within the flask 
can be changed over the course of a long rest. Once the 
contents have been consumed as an action, the flask 
refills after you finish a long rest. 


STONESWORD KEY 


Wondrous Item, uncommon 

A sword-shaped stone key. Breaks the seal on imp 
statues, but remains embedded in the statue after use, 
meaning it can only be used once as an item. Think well 
before using one. 


SPIRIT CALLING BELL 


Wondrous Item, rare 

A bell capable of summoning various spirits from 
ashen remains. It usually requires SF to use. 

This delicate bell calls the spirits of the dead back to 
the Lands Between, if only for a moment. As an action, 
you may ring the bell and call upon a Spirit Ash in your 
possession. Summoning a spirit costs an amount of SP 
equal to twice the combined hit dice of the spirits within 
the ash (minimum 2 SP per spirit). Martial spell points 
can be used to summon spirits. 

The spirits appear in the nearest unoccupied spaces 
to you that they fit within. The summoned spirits are 
friendly to you and your companions. Roll initiative for 
the summoned creatures as a group, which has its own 
turns. They obey any verbal commands that you issue to 
them (no action required by you). If you don’t issue any 
commands to them, they defend themselves from 
hostile creatures, but otherwise take no actions. 

When you summon a spirit from a Spirit Ash, the ash 
becomes inert and cannot be used to summon the same 
spirit again. A Spirit Ash can be rejuvenated with the 
use of a Spirit Tuner. 


SPECTRAL STEED WHISTLE 


Wondrous Item, unique 

A delicate goldwork ring. Can be used as a finger 
whistle. Sound the whistle to summon and ride Torrent, 
the spectral steed. (Dismounts steed when used while 
on horseback.) Upon his death, the spectral steed can 
be summoned again, but doing so drains the Flask of 
Crimson Tears. 

This whistle is used to summon a spectral steed 
named Torrent. As a bonus action, you may blow the 
whistle, causing Torrent to appear in the nearest 
unoccupied space. You may choose to summon Torrent 
underneath you already mounted. By using a bonus 
action to use the whistle again, you cause Torrent to 
return to the ether. Torrent regains all of his lost hit 
points after the whistle’s owner finishes a long rest. 

If Torrent is reduced to O hit points, he vanishes 
immediately. The whistle can be used to summon 
Torrent afterwards by expending a charge of the flask of 
crimson tears. 


FIRE POT 


Wondrous Item, uncommon 

Craftable item prepared using a cracked pot. 

A cocktail of incendiary materials is sealed inside. 
Throw at enemies to inflict fire damage. 

As an action, you can throw this pot up to 20 feet, 
shattering it on impact. Make a ranged attack against a 
creature or object, treating the fire pot as a simple 
weapon. On a hit, the target takes 3d6 fire damage and 
each other creature within five feet of the target must 
succeed on a DC 13 Dexterity saving throw takes 1d6 
fire damage. 


RAINBOW STONE 


Wondrous Item, uncommon 

Ruin Fragment that has undergone some simple 
processing. Craftable item. Stones such as these shine 
with the colors of the rainbow, making them useful 
markers when placed on the ground. 

Can also be dropped to gauge the distance of a fall. 
The higher the pitch of the sound, the higher the 
likelihood of the fall being fatal. Once used to entertain 
children on the fringes of the Lands Between 

As an action you may place one of these glowing, 
colored stones on the ground to serve as a marker for 
others. The stones give off dim light in a five foot radius. 
When dropped more than 10 feet, it gives off a high 
pitched noise. The noise becomes higher pitched the 
further the fall is. A DC10 Intelligence check allows a 
creature within earshot to accurately gauge the fall 
distance to within 5 feet. 


ROWA RAISIN 


Wondrous Item, uncommon 

Preparation of dried Rowa fruit. Craftable item. 

Feed to Torrent, the spectral steed, while riding to 
restore his HP. Humans are unable to digest Rowa fruit, 
but Torrent seems to have a taste for it. 

As an action, you may feed these raisins to Torrent, 
causing him to 4d4 hit points. 


CUSTOMIZATION OPTIONS 


FEATS 


ASH CALLER 


You have attuned to the memory of the arms you wield. 
You gain a pool of Martial Spell Points equal to four 
times your level when you gain this feat. If you already 
have martial spell points, your maximum martial spell 
points increase by the same amount instead. 

Whenever you gain a level thereafter, your maximum 
martial spell points increase by 4. 


GUTSY 


You have committed yourself to wield only the most 
massive of weapons, granting you the following benefits: 


e Increase your Strength score by 1, toa maximum of 
20. 

e Your first attack with a Colossal weapon is not made 
at disadvantage. 

e Ifyou miss an attack with a Colossal weapon, you 
make your next attack roll against the target with 
advantage. 


ADVENTURING IN THE LANDS BETWEEN 


RESTING & SITES OF GRACE 


![][image42] 


Traveling through the Lands Between can be 
perilous. Danger lurks in shadow and few will be 
sympathetic to the plight of a lowly Tarnished. 
Fortunately, the Erdtree’s light permeates even the 
darkest corners, and Grace always offers shelter to 
those who walk in its light. 

Throughout the Lands Between, you and your fellow 
Tarnished will come across hovering motes of light. 
These sites of grace provide shelter and respite during 
your journey. You and your party may only take long 
rests at these sites of grace. You can take a short rest 
wherever you like, however you are not necessarily safe 


from harm if you are not resting at a site of grace. 

Optional Rule: Motivating Force. At your DM’s 
discretion, the Erdtree may beckon you to push forward 
even in the face of terrifying opposition. When you rest 
at a site of grace, you cannot rest at it again until you 
rest at a different *site of grace***.** 


ERDTREE REBIRTH 


Should you fall in battle while guided by Grace, the 
Erdtree will resurrect you at the next site of grace your 
companions take a long rest at. Should your entire 
group perish, you all return to the last site of Srace you 
rested at after a day. In either case, your Sanity score is 
reduced by 1 when you are resurrected. 

When you are resurrected, you return with full hit 
points and resources as if you had just finished a long 
rest. 


TRAVEL BY GRACE 


Through the magic of a Finger Maiden, you can 
effortlessly travel between sites of grace you have 
already rested at over the course of a long rest. You 
must be resting at a site of grace to travel to another. 
When you finish the rest, you teleport to a site of grace 
of your choice. 

You must have the aid of a Finger Maiden to travel 
between sites of grace at will. 


ENCOUNTERS & GATHERING 
MATERIALS 


Random encounters are rolled as part of days of travel. 
After an encounter, the chances for an encounter are 
reduced to 5%, or a roll of 1 on a d20. Each day that 
there is not an encounter rolled, the chance increases 
by 5% up to a maximum of 100%. Each day of travel, the 
DM rolls a D20 and compares it to the random 
encounter chance with low rolls causing an encounter 
(eg. if the first roll does not cause an encounter, the next 
will cause one on a 1 or 2). 

After an encounter is rolled, the DM rolls a D6 to 
determine if the encounter happens in the day or at 


SPELLCASTING 


AGIC SUFFUSES THE LANDS BETWEEN, TAKING 
the form of powerful artifacts and divine 
blessings in myriad forms. Often, magic 
is expressed as spells, bespoke magical 
effects brought to reality by the will of a 
spellcaster. 

In the Lands Between, all spells take 

one of two forms, sorceries or incantations: 

Sorceries are arcane magic learned from studying the 
cosmos. Most low-level sorceries arise from glintstone, 
shards of physical cosmic energy that connect their 
wielder to the moon and stars. Many sorceries produce 
projectiles or magical constructs and weapons to be 
used as the caster wishes. Others draw magma from the 
earth, beckon undead allies, or even summon meteors 
from the void between the stars. 

Incantations are prayers and stories about the gods 
and other powerful denizens of the Lands Between. 
Many incantations come from instructions and guidance 
of the Two Fingers, enigmatic envoys of the Greater 
Will. Incantations take diverse forms: healing magic, 
lightning called from the heavens, and bestial aspects 
descended from the primordial Crucible. 


Spell lists for character classes are divided into these 


categories as well: 


e Wizards, Sorcerers, Warlocks, Eldritch Knights, and” 


Arcane Tricksters can learn Sorcery spells. 
e Clerics, Druids, Rangers, and Paladins can learn 


Incantation spells. ° 


e Bards can choose whether they want to learn 
Sorceries or Incantations when they take their first 
Bard level. 


Many schools of magic exist in the Lands Between: 


night. A 1-4 results in a day encounter, a 5-6 results in a 
night encounter. 

Your DM has tables for each region throughout the 
Lands Between with different kinds of encounters and 
forageable materials unique to each one. 

Each day of travel, regardless of a random encounter, 
the party may also roll on the Material Gathering chart 
to see what they have foraged along the way. That result 
has a range of possible values equal to the roll plus and 
minus the highest Wisdom (Survival) modifier amongst 
the party. Any one material within that range can be 
chosen as the material gathered for that day of travel. 

A group traveling at a slow pace can make two 
material gathering rolls per day of travel. A group 
traveling at a fast pace cannot gather materials that day. 


SORCERY SCHOOLS 


Carian - Sorceries of the starbound Carian Royals. 
Create weapons and glintblade projectiles and serve 
the House of Caria as a Full Moon Knight. 

e¢ Cosmic - Powerful spells among the first ever 
discovered, cosmic sorceries draw upon celestial 
bodies and even the infinite Primeval Current. 

e Crystalian - Spread by the pupils of the stoic 
Crystallians. Create crystal shards and deliver them 
in deadly sprays to those who would cross you. 

e Death - Among the most recently discovered schools 
of magic, Death sorceries are the work of Those 
Who Live in Death. Summon skeletal minions and 
restless souls that pursue your foes to their own 
graves. 

e Glintstone - The most common form of sorcery 
taught at the Academy of Raya Lucaria. Use 
glintstone as a powerful conduit to tap into the 
power of the stars. 

¢ Gravity - Spells taught by the alabaster and onyx 
lords used to manipulate gravity. It is said the most 
powerful wielders of gravity magic can halt the 
movement of the stars themselves. 

e Magma - Heretical magic of Volcano Manor. Draw 
magma from deep within the earth, erupting in 
devastating waves of molten lava. 

e Night - Subtle magic of Sellia, Town of Sorcery. Hide 
from your foes long enough to eviscerate them 
before they have time to react. 

¢ Snow Witch - Magic of the Snowy Crone that once 
taught Ranni the Witch. Create freezing mists, icy 
shards, and even devastating blizzards at your 
whims. 


INCANTATION SCHOOLS 


Bestial - Among the first incantations, Bestial spells 
allow the user to take on aspects of the ancient 
beasts that first settled in the Lands Between. 

e Blood - Blood incantations draw upon the magic of 
the Formless Mother and her paragon, the 
mysterious Lord of Blood. These spells often draw 
upon the life force of their caster to inflict harm on 
their enemies. 

e Dragon Communion - Incantations drawn from the 
very heart of slain dragons, participants of dragon 
communion take on the forms of dragons to wield 
their claws, teeth, and mighty breath. 

¢ Dragon Cult - Spells originating in Leyndell’s Dragon 
Cult, these mighty lightning incantations call down 
the wrath of the ancient dragons. 

e Erdtree - Incantations of those embraced by the 
radiant Erdtree, used to heal grievous wounds and 
take on the aspects of the primordial Crucible. 

e Frenzied Flame - Uncontrollable incantations which 
force visions of madness upon both friend and foe. 
Glimpse the Far Flame and bring chaos to those 
who cross you. 


e¢ Godskin Apostle - Magic of the Godslaying Apostose, 
summon Blackflame that can bring death to even the 
Gods! 

¢ Golden Order - Incantations of Golden Order 
Fundamentalism. Retaliate against foes and bring 
balance to a world in chaos. 

e Ruinous Flame - Among the greatest heresies in the 
Golden Order is prophesizing the burning of the 
Erdtree. Still, these visions are often uncontrollable, 
and these incantations are proof of a looming 
prophecy nonetheless. 

e Servants of Rot - Prayers to the Outer God of Rot 
and its pest servants. Wield poison, decay, and rot as 
weapons to continue the cycle of life and death 
forever. 

¢ Two Fingers - Incantations of the Two Fingers, the 
voice of the Greater Will. Many heal wounds, but 
others are favored by the inquisitors, the Erdtree’s 
assassins and spies. 


FINDING AND LEARNING 
SPELLS 


Spells are often the results of years, decades, even 
centuries of research and worship. Learning a spell 
requires not just the memorization of the proper 
phrases and gestures, but also an understanding of its 
history and lore. Basic sorceries and incantations are 
easy to grasp, but even moderately complex spells 
require tutors or complex notes and scrolls. 

In Elden Ring 5e, spellcasters cannot simply prepare 
and learn spells because they are on a class’s spell list. 
Instead, sorceries and incantations must be found in the 
world before they can be internalized. Some ways your 
character can learn spells include: 


e Learn from a teacher or other master of arcane or 
divine magic. 

e Finding a compilation of scrolls or prayerbook. Most 
of these spell collections require deciphering by a 
master described above, who can then teach you the 
spells within. 

e Finding an individual sorcery or incantation 
described in enough detail for you to learn it after a 
short time studying it. 


Once you learn a spell from this method, it is added to 
the list of spells you can prepare or memorize forever. 

If you are a “prepared” caster such as a Wizard or 
Cleric, you can prepare the spell after you finish a long 
rest as normal. 

If you are a “known” spellcaster such as a Sorcerer or 
Ranger, you can choose one of the spells you know and 
replace it with the one you just learned, which also must 
be of a level for which you have spell slots. This change 
is permanent until you learn a new spell or your class 
offers another opportunity to replace your known spells 
(such as when you level up). 


SPELL POINTS 


Elden Ring D&D uses the optional Spell Points rules in 
the 5e DMG. These rules are repeated here for ease of 
reference. 

With this variant system, a character who has the 
Spellcasting feature uses spell points instead spell slots 
to fuel spells. Spell points give a caster more flexibility, 
at the cost of greater complexity. 

In this variant, each spell has a point cost based on its 
level. The Spell Point Cost table summarizes the cost in 
spell points of slots from 1st to 9th level. Cantrips don’t 
require slots and therefore don’t require spell points. 

Instead of gaining a number of spell slots to cast your 
spells from the Spellcasting feature, you gain a pool of 
spell points instead. You expend a number of spell 
points to create a spell slot of a given level, and then use 
that slot to cast a spell. You can’t reduce your spell 
points total to less than 0, and you regain all spent spell 
points when you finish a long rest. 

Spells of 6th level and higher are particularly taxing 
to cast. You can use spell points to create one slot of 
each level of 6th or higher. You can’t create another slot 
of the same level until you finish a long rest. 

The number of spell points you have to spend is 
based on your level as a spellcaster, as shown in the 
Spell Points by Level table. Your level also determines 
the maximum-level spell slot you can create. Even 
though you might have enough points to create a slot 
above this maximum, you can’t do so. 

The Spell Points by Level table applies to bards, 
clerics, druids, sorcerers, and wizards. For a paladin or 
ranger, halve the character’s level in that class and then 
consult the table. For a fighter (Eldritch Knight) or 
rogue (Arcane Trickster), divide the character’s level in 
that class by three. 

This system can be applied to monsters that cast 
spells using spell slots, but it isn’t recommended that 
you do so. Tracking spell point expenditures for a 
monster can be a hassle. 


Spell Point Cost 


Spell Level Point Cost 

Ist 2 

2nd 3 

3rd 5 

4th 6 

5th 7 

6th 9 

7th 10 

8th | 

9th 13 

Spell Points by Level 
Class Level Spell Points Max Spell Level 

Ist 4 Ist 
2nd 6 Ist 
3rd 14 2nd 
4th 17 2nd 
5th 27 3rd 
6th 32 3rd 
7th 38 Ath 
8th 44 4th 
9th 57 5th 
10th 64 5th 
11th 73 6th 
12th 73 6th 
13th 83 7th 
14th 83 7th 
15th 94 8th 
16th 94 8th 
17th 107 9th 
18th 114 9th 
19th 123 9th 
20th 133 9th 


SPELLS 


LDEN RinG D&D OFFERS MANY NEW AND 
returning spells for player characters and 
enemies. Spells in Elden Ring hold deep 
implications for the lore and story. Spells 
are just as much secrets as they are 
powerful expressions of magic. Thus, 
most spells and magic are contained 


within the Elden Ring Dungeon Master’s Guide. A few 
spells are listed below mainly because they are granted 
to some player characters at first level. 

At your DM’s discretion, they may give full access to 
spells and magic items to their players for the sake of 
convenience. This decision should be made with the 
knowledge that some major story points are likely to be 
spoiled in the process. 


SPELL DESCRIPTIONS 


BEAST ASPECT 


Cantrip incantation (bestial) 

Casting Time: 1 action 

Range: Self 

Components: V, S 

Duration: Concentration, up to 10 minutes 
Incantation taught by Gurrangq, the Beast Clergyman. 
Having gained intelligence, the beasts must have felt 
how their wildness slipped away as civilization took 
hold. 

You grow claws, fangs, spines, horns, or a different 
natural weapon of your choice. Your unarmed strikes 
deal 1d6 bludgeoning, piercing, or slashing damage, as 
appropriate to the natural weapon you chose, and you 
are proficient with your unarmed strikes. The natural 
weapon is magic. 


CATCH FLAME 


Cantrip incantation (ruinous flame) 

Casting Time: 1 action 

Range: 30 feet 

Components: V, S 

Duration: Instantaneous 

Incantation originating from a sinister prophecy. The 

flame of ruin is anathema to the Erdtree. But prophets 

sometimes glimpse it within the faith all the same. 

Sadly when this occurs their sole reward is banishment. 
Fire springs from your hand, immolating a creature 

you try to touch. Make a melee spell attack against the 

target. On a hit, the target takes 1d10 fire damage. 


FAITH’S RESISTANCE 


Cantrip incantation (golden order) 

Casting Time: Reaction, which you take in response to 
you or an ally within 10 feet of you failing a Saving 
Throw 

Range: 10 feet 

Components: V, S 

Duration: Instantaneous 

One of the incantations of the Golden Order 
fundamentalists. The Golden Order strength is in its 
flexibility to accept faiths from across the Land’s 
Between. No matter where one draws power, they may 
still draw on the Order for protection. 

You channel magical protection to the creature who 
failed the saving throw. That creature can roll a d4 and 
add the number rolled to the save, potentially turning it 
into a success. 


FINGERS’ GUIDANCE 


Cantrip incantation (two fingers) 

Casting Time: Reaction, which you take in response to 
you or an ally within 10 feet of you failing an Ability 
Check 

Range: 10 feet 

Components: V, S 

Duration: Instantaneous 

Incantation of the Two Fingers’ faithful. Entreat the 
Two Fingers for insight, sharing the cipher you hear in 
return. Only a finger reader can fully interpret the Two 
Finger’s words, but even ciphered speech can guide a 
faithful tarnished. 

You channel magical insight to the creature who 
failed the ability check. That creature can roll a d4 and 
add the number rolled ot the check, potentially turning 
it into a success. 


FLAME SLING 


Cantrip incantation (ruinous flame) 

Casting Time: 1 action 

Range: 60 feet 

Components: V, S 

Duration: Instantaneous 

An incantation from the Fire Monks, guardians of the 
giants’ flame of ruin. Fire beguiles those who look upon 
it. Those who would guard the flame would also come 
to worship it. 

A flickering flame appears in your hand. The flame 
remains there for the duration and harms neither you 
nor your equipment. The flame sheds bright light in a 
10-foot radius and dim light for an additional 10 feet. 
The spell ends if you dismiss it as an action or if you 
cast it again. 


You can also attack with the flame, although doing so 
ends the spell. When you cast this spell, or as an action 
on a later turn, you can hurl the flame at a creature 
within 30 feet of you. Make a ranged spell attack. Ona 
hit, the target takes 1d8 fire damage. 


MESSAGE 


Cantrip incantation (two fingers) 

Casting Time: 1 action 

Range: 120 feet 

Components: V, S 

Duration: 1 Round 

Incantation of the Two Fingers’ faithful. Entreat the 
Two Fingers for insight, sharing the cipher you hear in 
return. Only a finger reader can fully interpret the Two 
Finger’s words, but even ciphered speech can guide a 
faithful tarnished. 

You point your finger toward a creature within range 
and whisper a message. The target (and only the target) 
hears the message and can reply in a whisper that only 
you can hear. 

You can cast this spell through solid objects if you are 
familiar with the target and know it is beyond the 
barrier. Magical silence, 1 foot of stone, 1 inch of 
common metal, a thin sheet of lead, or 3 feet of wood 
blocks the spell. The spell doesn’t have to follow a 
straight line and can travel freely around corners or 
through openings. 


BONE CHILL 


Cantrip sorcery (death) 

Casting Time: 1 action 

Range: 120 ft 

Components: V, S 

Duration: Instantaneous 

Sorcery of the servants of Death. They are cinders of 
the ancient death hex, raked from the fires of 
sghostflame by Deathbirds. 

You create a ghostly, skeletal hand in the space of a 
creature within range. Make a ranged spell attack 
against the creature to assail it with the chill of the 
grave. On a hit, the target takes 1d8 necrotic damage, 
and it can’t regain hit points until the start of your next 
turn. Until then, the hand clings to the target. 

If you hit an undead target, it also has disadvantage 
on attack rolls against you until the end of your next 
turn. 


GLINTSTONE PEBBLE 


Cantrip sorcery (glintstone) 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
The most basic glintstone sorcery of the Academy of 
Raya Lucaria. This is a universal first step on the 
journey to true knowledge of sorcery. 

A tiny mote of glintstone magic launches from your 
staff towards a creature or object within range. Make a 


ranged spell attack against the target. On a hit, the 
target takes 1d10 force damage. 

This spell’s damage increases by 1d10 when you 
reach 5th Level (2d10), 11th level (3d10), and 17th level 
(4d 10). 


MAGMA SPLASH 


Cantrip sorcery (magma) 

Casting Time: 1 action 

Range: 60 feet 

Components: V, S 

Duration: Instantaneous 

One of the sorceries developed from the magma of Mt. 
Gelmir. After discovering the ancient hexes of Gelmir, 
Rykard, son of Queen Rennala, brought them back into 
practical use as new forms of sorcery. 

You hurl a blob of magma. Choose one creature 
within range, or choose two creatures within range that 
are within 5 feet of each other. A target must succeed on 
a Dexterity saving throw or take 1d6 fire damage. 


MINOR ILLUSION 


Cantrip sorcery (night) 

Casting Time: 1 action 

Range: 30 feet 

Components: V, S 

Duration: 1 minute 

One of the night sorceries of Sellia, Town of Sorcery. 
The Sellian sorcerers were assassins, and it is said that 
they often hunted their fellows. 

You create a sound or an image of an object within 
range that lasts for the duration. The illusion also ends 
if you dismiss it as an action or cast this spell again. 

If you create a sound, its volume can range from a 
whisper to a scream. It can be your voice, someone 
else’s voice, a lion’s roar, a beating of drums, or any 
other sound you choose. The sound continues unabated 
throughout the duration, or you can make discrete 
sounds at different times before the spell ends. 

If you create an image of an object—such as a chair, 
muddy footprints, or a small chest—it must be no larger 
than a 5-foot cube. The image can’t create sound, light, 
smell, or any other sensory effect. Physical interaction 
with the image reveals it to be an illusion, because 
things can pass through it. 

If a creature uses its action to examine the sound or 
image, the creature can determine that it is an illusion 
with a successful Intelligence (Investigation) check 
against your spell save DC. If a creature discerns the 
illusion for what it is, the illusion becomes faint to the 
creature. 


ASSASSIN’S APPROACH 


1st-level incantation (two fingers) 

Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, Up to 1 hour 

Incantation of the Two Fingers’ servants, who once 
served as the assassins of the Roundtable Hold. The 
assassins were charged with eliminating Tarnished who 
had strayed from guidance. 

You touch a willing creature and cloak their feet in 
magic, suppressing their footsteps. The target has 
advantage on Dexterity (Stealth) checks for the 
duration, and takes half damage from falling 40 feet or 
less. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, you can target one 
additional creature for each slot level above 1st. 


CuRE WOUNDS 


1st-level incantation (two fingers) 

Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Instantaneous 

Incantation of the Two Fingers’ faithful. The Two 
Fingers has high hopes for the Tarnished; that even if 
they should be wounded, even should they fall, they will 
continue to fight for their duty. 

A creature you touch regains a number of hit points 
equal to 1d8 + your spellcasting ability modifier. This 
spell has no effect on undead or constructs. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the healing increases by 
1d8 for each slot level above 1st. 


DIVINE FAVOR 


1st-level incantation (golden order) 

Casting Time: 1 bonus action 

Range: Self 

Components: V, S 

Duration: Concentration, up to 1 minute 

One of the incantations of the Golden Order 
fundamentalists. The Golden Order strength is in its 
flexibility to accept faiths from across the Land’s 
Between. No matter where one draws power, they may 
still draw on the Order for protection. 

Your prayer empowers you with divine radiance. Until 
the spell ends, your weapon attacks deal an extra 1d4 
radiant damage on a hit. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, for each slot level above 
1st. 


HIDEOUS LAUGHTER 


1st-level incantation (frenzied flame) 

Casting Time: 1 action 

Range: 30 feet 

Components: V, S 

Duration: 1 minute 

Incantations originating from the maddening Three 
Fingers. True frenzy is a meal which satiates for 
eternity. This is but a taste. 

A creature of your choice that you can see within 
range perceives everything as hilariously funny and falls 
into fits of laughter if this spell affects it. The target 
must succeed on a Wisdom saving throw or fall prone, 
becoming incapacitated and unable to stand up for the 
duration. A creature with an Intelligence score of 4 or 
less isn’t affected. 

At the end of each of its turns, and each time it takes 
damage, the target can make another Wisdom saving 
throw. The target has advantage on the saving throw if 
it’s triggered by damage. On a success, the spell ends. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, for each slot level above 
1st. 


LIGHTNING SPEAR 


1st-level incantation (dragon cult) 
Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 
One of the incantations of the capital’s ancient dragon 
cult. Summons a lightning spear and hurIs it before the 
caster. Charging causes a lightning bolt to strike the 
point of impact. Long ago, Godwyn the Golden defeated 
the ancient dragon Fortissax, and befriended his fallen 
foe — an event that gave rise to the ancient dragon cult 
in the capital. 

You hurl a bolt of lightning at a creature within range. 
On a hit, the creature takes 4d6 lightning damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d6 for each slot level above 1st. 


REJECTION 


1st-level incantation (two fingers) 

Casting Time: 1 action 

Range: Self (5-foot radius) 

Components: V, S 

Duration: Instantaneous 

Incantation of the Two Fingers’ faithful. Hark, 
Tarnished! If you truly walk in faith, you must be 
prepared to reject all else. 


A blast of thunderous energy explodes from you, forcing 
creatures away. Each creature within five feet of you 
must succeed on a Constitution saving throw or be 
pushed ten feet away from you. On a success, the 
creature is not pushed. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, for each slot level above 
1st. 


SPITEFUL REBUKE 


1st-level incantation (godskin apostle) 
Casting Time: 1 reaction 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 
A black flame incantation of the Godskin Apostles. 
You point your finger, and the creature that damaged 
you is momentarily surrounded by hellish flames. The 
creature must make a Dexterity saving throw. It takes 
2d10 fire damage on a failed save, or half as much 
damage on a successful one. 
At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d10 for each slot level above 1st. 


HEALING WoRD 


1st-level incantation (two fingers) 

Casting Time: 1 bonus action 

Range: 60 feet 

Components: V, S 

Duration: Instantaneous 

Incantation of the Two Fingers’ faithful. The Two 
Fingers has high hopes for the Tarnished; that even if 
they should be wounded, even should they fall, they will 
continue to fight for their duty. 

A creature of your choice that you can see within 
range regains hit points equal to 1d4 + your spellcasting 
ability modifier. This spell has no effect on undead or 
constructs. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the healing increases by 
1d4 for each slot level above 1st. 


CARIAN SLICER 


1st-level sorcery (carian) 

Casting Time: 1 bonus action 

Range: 5 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 

One of the sorceries of the Carian royal family. Even 
among the Carian sword sorceries, this is a notably 
effective technique. 

A magical shortsword springs from the tip of your 
staff. When the sword appears, you make a melee spell 
attack against a target of your choice within 5 feet of 
you. On a hit, the target takes 1d6 force damage. Until 
the spell ends, you can use a bonus action to repeat this 
attack against the same target or a different one. 


At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, for each slot level above 
1st. 


GLINTSTONE COMETSHARD 


1st-level sorcery (glintstone) 

Casting Time: 1 action 

Range: 60 feet 

Components: V, S 

Duration: Instantaneous 

One of the glintstone sorceries of the Academy of Raya 
Lucaria. A sorcery of the Karolos Conspectus, the most 
venerable of the academy. 

A large shard of glintstone magic launches from your 
staff toward a creature or object within range. Make a 
ranged spell attack against the target. On a hit, the 
target takes 3d10 force damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d10 for each slot level above 1st. 


IDENTIFY 


1st-level sorcery (cosmic) 

Casting Time: 1 minute (ritual) 

Range: Touch 

Components: V, S 

Duration: 1 minute 

With a touch, gain insight into an enchantment. Gaze up 
at the North Star, the only of its kind that never 
vanishes from the sky. 

You choose one object that you must touch 
throughout the casting of the spell. If it is a magic item 
or some other magic-imbued object, you learn its 
properties and how to use them, whether it requires 
attunement to use, and how many charges it has, if any. 
You learn whether any spells are affecting the item and 
what they are. If the item was created by a spell, you 
learn which spell created it. 

If you instead touch a creature throughout the 
casting, you learn what spells, if any, are currently 
affecting it. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, for each slot level above 
1st. 


MAGE ARMOR 


1st-level sorcery (carian) 

Casting Time: 1 action 

Range: Self 

Components: V, S 

Duration: 8 hours 

One of the sorceries of the Carian royal family. Even 
among the Carian sword sorceries, this is a notably 
effective technique. 

You touch a willing creature who isn’t wearing armor, 
and a protective magical force surrounds it until the 
spell ends. The target’s base AC becomes 13 + its 
Dexterity modifier. The spell ends if the target dons 
armor or if you dismiss the spell as an action. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, for each slot level above 
Ist. 


STAR STRIDE 


1st-level sorcery (gravity) 

Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, up to 10 minutes 

One of the glintstone sorceries that manipulates 
8ravitational forces. A gravitational technique studied by 
the young Radahn. His master was an Alabaster Lord 
with skin of stone. 

You touch a creature, reducing the force of gravity 
around them. The target’s speed increases by 10 feet 
and its jump distance is tripled until the spell ends. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, for each slot level above 
Ist. 


SWIFT GLINTSTONE SHARD 


1st-level sorcery (glintstone) 

Casting Time: 1 bonus action 

Range: 30 feet 

Components: V, S 

Duration: Instantaneous 

One of the glintstone sorceries of the Academy of Raya 
Lucaria. Those unworthy of the stone crown typically 
end their brief journey into sorcery here. 

You quickly create a shard of glintstone and launch it 
from your staff toward a creature or object within range. 
Make a ranged spell attack against the target. On a hit, 
the target takes 1d8 force damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, for each slot level above 
1st. 


DRAGONCLAW 


1st-level incantation (dragon communion) 


Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 


One of the incantations of Dragon Communion. 
Incantation of those who have hunted dragons and 
feasted upon their hearts. This is a pure and 
overwhelming power. 

Your arm transforms into a dragon’s, dragging you 
into the air. You may move up to 10 feet without 
provoking attacks of opportunity, striking downward on 
a creature within range. Make a melee spell attack 
against the target. On a hit, the target takes 5d6 
bludgeoning damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d6 for each slot level above 1st. 
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APPENDIX A: CONDITIONS 


EW CONDITIONS REFERENCED COMMONLY IN 
statblocks, abilities, and area 
descriptions are described below. 


BLEED X 


A bleeding creature must succeed on a 
Constitution saving throw against the triggering effects 
save DC. On a failed save, takes slashing damage equal 
to a roll of X of their hit dice. If a creature already 
afflicted by Bleed is afflicted by it again, the Bleed DC 
increases by 1. 
For example: 


1. A barbarian has a scimitar that inflicts Bleed 3 when 
it hits a target. The barbarian’s Affinity DC with the 
scimitar is DC 15. 
. The barbarian attacks a soldier with the scimitar and 
hits it twice. 
3. At the end of the Barbarian’s turn, the soldier must 
succeed on a DC 16 (the barbarian’s Affinity DC plus 
1 for the second hit). 

4. The soldier fails the save and takes 3d8 damage (3 is 
the Bleed modifier on the effect, the soldier’s hit die 
is 1d8). 


FROSTBITTEN 


A frostbitten creature’s speed is halved, it takes a -2 
penalty to AC and Dexterity saving throws, and it can’t 
use reactions. 


ie) 


ROTTING 


A rotting creature is poisoned and takes damage equal 
to a roll of their largest hit die at the start of each of 
their turns. 
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